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Station X Studios 
Aims for the Stars 

by Dick De Jong and 
Molly Dinkins 




Lighting techniques to Bevei and Snmotrt Shifting 

improve indoor scenes. can be used for simple 

Pages 42-43. character models. 
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Plugged In: Inquiring Miids Want To Know 4 

by Bob Hood R[VI(W^ 

Flying High: Questions and Answers Plus HDTV 10 
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by Scoa Wheeler 

Wave FIX: Saying Good-bye to "Babylon 5" 24 

by Greg Nelson 

Mojo: Winning Isn't Everything 56 

by Mojo 



m THE COVER: 

This issue's caver was designed by Station X Studios AristolVlenis Tsirbas. If the name sounds familiar, 
it is because he designed the cover for the premiere issue of NewTekniques in April 1 997. The spider 
cover was created for the announcement of Station X Studios first plug-in (page 1 4|. 



TekTalk 2 

It's time for NewTek's 
report card and not all 
grades are good. 

Renders 52 

Top submissions of images 
created by readers. 

Premieres . . Online 

Check out the online 
Premieres section for 
instant news regarding new 
products! Access the site a! 
wiivw.newtekniques.com/ 
premieres. 

ShortTakes. . QnUne 

The latest news and hap- 
penings in the world of 
NewTek and beyond. 

Surf Report. . Online 

The best Web sites to visit! 

Ask NewTek. Online 

Your questions answered! 
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t's time Id issue a report 
carilonNewM's]933 



OUR EDITOR'S OPINIONS ONiMPORTANTNEWmmsyES 



Did NewMMohe the Grade! 

NEWnKHraTCARDim! 



With the year drawing to a close, it is a good time to release a report 
card on NewTek's performance. Like all report cards, grades are 
given in several different subjects. In this case, however, the grades 
are awarded based on my observations throughout the year. Be sure to check 
out the bonus area online where you can rate NewTek, too! 



{mm\ Mm 

Throughout Lhe years, NewTek has struggled with 
customer service. This year. NewTek sought to 
change that reputation by putting Chuck Bake: in 
charge of the program. Good move! Whereas I used 
to be put on hold for what seemed like an eternity, 
I've been pleasantly surprised recently when my 
calls to customer service were answered within two 
minutes! Rirthermore. the people on the other end 
of the Ime were very pohte and extremely helpful. 
Since grading is based on the year, versus since the 
changes have been implemented. I awaid NewTfek a 
solid B. 

Deolers/Pdfiners 

If there is one area where NewTek needs a lot of 
improvement, relationships mth partners and deal- 
ers IS it. Unfortunately. NewTek performed poorly m 
this category this year. Every time I talk to authorized 
NewTek dealers. 1 hear quite a tevt complaints about 
NewTek service. NewTfek needs to put a stronger 
emphasis on nurturing relationships with dealers and 
partners. When such is done, the rewards will be 
great For this year, however. NewTek receives a D. 

RmrdiiEidDevelopeiii 

In both LightWave 3D and the top-secret sixth floor at 
NewTek's headquarters, you will find some of the 
brightest minds in the industry NewTek has one of 
the best research teams at both locations that I've 
ever seen and 1 have no doubt that future product 
releases will be a testament to this. Fbrthermors. Tim 
Jemson is, simply put, a genius. Few m the industry 
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can top Ws knowledge. This grade is an easy one to 
give — A+ . 

ProiiiittRsIeQiessnilllpiloKs 

The release of Aura. LightWave 5.6 (free upgrade), 
and Inspire 3D were great moves this year for 
NewTek. Aura, m particular looks very promising 
Even with such great products, a major upgrade to 
LightWave has been a long time coming and Flyer 
owners have seen practically nothing in more tlian 
two years. There's also word that some products get 
dose to release (like the Flyer daughter card), but 
never quite make it and end up gettmg passed over 
for other projects for unknovra reasons. This is frus- 
trating for those so dependent on such great prod- 
ucts Vflien all is said and done for this category. 
Newltek gets a B-. 

ItMolSyppDrt 

Another easy one, thanks in part to Chuck Baker and 
his dedicated team: solid A 

mm 

The lock is much improved and updates ate coming 
quicker than last year. Tne support FAQs ate an excel- 
lent resource. B-l- . 

While there's room lor improvement in same areas, 
NewTek is excelling in others Ivlaybe next year 
changes will be put into place to raise that GPA. to 
4.0 The potential is surely there! 
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Organizer: 

PRO Concept GmbH 
Kemroder Strafie 52 
D-44795 Bochum 
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You can access the [Script 


fnailinyiistootlieLiglitWaiie 


Outpost Wefi site at 


mNW.lightafiootpost.com. 


BT BOB HOOD 



INQUIRING MINDS WANT TO KNOW 



■ would hope that up to now you've been able to learn a bit more about LScript 
than perhaps you may have known, or you've gotten somewhat of an introduo- 
tion to this powerful tool. In this installment, I will focus directly on some ques- 
tions and problems that have recently come my way, Although I have not yet cov- 
ered anything specific to Layout LScripting, topics may not be restricted only to 
Modeler LScript, 



As happens with time, things 
change. Here then aie some of the 
developments that have taken 
place since last time: 

1) The folks at the LightWave 



Outpost office in downtown San 
Francisco, CA, have launched 
their own LightWave-related Web 
site. You can visit this LightWave 
Outpost Web site at www.light- 



FigurB /.• Object 
Creation and 
CSG Operations 
cantrolled via 
LScript. 




waveoutpost-com. This site con- 
tains several areas of interest to 
LightWave developers, including 
mailing lists and plug-in develop- 
er support pages. Some staff -relat- 
ed Web pages are also accessible 
from this siCe- 

2) A new mailing list has been 
established strictly for LScript 
developers. You can get subscrip- 
tion information about this maU- 
mg list by visiting the LightWave 
Outpost Web site. 

3) Due to a recent change in 
ISPs, I have relocated most of the 
LightWave-related content of my 
own personal Web site (formerly 
lound at viww.ilash.net/~bhood2) 
:o the LightWave Outpost Web 
site staff pages. 

Now. on with the show. 



F&tt^oni j va^JT.^ li 



iCm^ _^^ ICopir 



inquirifig 

Question: "Why is LScript so 

C-!ike?" 
la°; — Answer: I realize that this ques- 
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Unleash Th^ Power of UghJyVa^e 5.6 * AWJ^ 

New Training Videos For Unlimited Creative Control 




Lightwave 3D 5.6 
Natural Effects 

Learn the latest 5.6 features. 
Create amazing liquid & blob 
animations withi Hyper Voxels. 
Advanced surfacing shiaders 
like snow, rust, opalescence 
and oily film. Day, nighitor 
ettiereal environments wittn Sky 
Tracer and more. 






AURA 

Get up and running fast 
wittittiis new paint and 
animation powerhouse. 
Techniques for creating 
animated text and custom 
backgrounds. Build multi- 
layered composites, add 
texture and depth to video 
sequences. 

40mln. $29.95 ^01)05} 




AURA INITIATION 

Travel deep into AURA's 
feature rich tool set. 
Experience the thrill of real 
time video painting. Feel 
the speed of lightning fast 
rotoscoping. Your senses 
explode with virtually 
unlimited compositing 
capabilities and more. 



I00min.$49.95 *ai052 

m ' 

The Lightwave 3D 5.5 Essentials Series fl^ 

Leom 3D animation the easy woy! Discover animation, modeling, surfacing, lightirsg attributes, cdrrtera 

tectiniques, spiine ootching, inverse l<inematics and more! Thispowerful training series will cut your learning 

cun/e and enable you to master one of the most popuior 3D animation programs available todayl 



Quickslart 5.5 #d/;o42 

lovou' Views, Creating Keylcomes, Preview 
/ijiimotions. Imoge Rendering, Primitive Objects & 
■Modeling Tools 

Modeling Essentials ^oncm 

Text Objects, Modificotion Tools. Surfoce Attrlbufes, 
Poiygonel Modeling, Metofofm & Metanurbs 

Animation Essentials 31D11045 

Object & Camera Motion. Cyclical Animation. 
Motion Graphs. Object Morphlng & Displacement 
Mopping 

Surfacing Essentials #Dno46 

Texture, Bump St Rellection Mops, Procedural 
Textufes, rjaytradna . Projection Mops & Cei Shaoer 



Lighting & Comera Effects #d;;cm7 

Animoling LIgtnts. Shading Techniques. 
Shodow Mapping. Lens Flares, Lighting 
Tricks, Comero Motion Tips, Depth of Field, 
[)ocl< Focus & Image Projection 

Power l^odeling #d;jo43 

Bevels & Drilis. Cutting Tools, Boolean 
Tectiniques, Hierarchical Modeling, 
Muillple Clone & Extrusion. Spline Patching 
& Meto-Nurbs Modeling 

Kinematics & Contortions *Dn(M9 

Forwofd Kinemotlon. Inverse Kinematics, 
Displacement Eftectors. Deformation Plug- 
Ins, Animating Bones, Muscle Flexing, 
Replacement Animation 



Each Tape only $49.95 - Gall Now For Special Package Discounts - 30 Day Money Back Guarantee! 




Ptiotosfiop Essentials 

Digital ortist & instructor Katrin 
Eismann reveals amazing time 
saving tips & techniques for 
color correct on, levels & 
cup/es, layers, Iteyboord 
shortcuts, hidden commands 
and much morel 
#DfrCMi 



Steamer 

Discover all you neea to l<now 
about the amazing new 
volumetric lighting engine for 
Lightwave 5.5. Creote 
lightbeoms, oust clouds, smoi<e 
trails and morel 

rDii039 




Photoshop Creative 
Compositing 

Discover loyering techniques for depth 
and dimension, channel & k3yermasl<s 
for seamless imoge blends, create 
specioi effects for amazing multi- 
dimensional digitol imagery. 
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Organic Modeling & 
Animation 

Give your projects iife-iil<e 
qua [ties with techniques used by 
top professionals, Modeling tips. 
Puppet Master, Morpti Gizmo, 
Inverse Kinematics & more! 
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plug-in Power 1 

Learn about three Incredible Plug-tns 
for LightWove 3D. Advanced 
modeling capabiffttes wtth Mac reform, 
particle cnimotion v/ith Particle Storm 
& advanced Image processing with 
WaveFilter, ;,,- 

#Df;a3fl 




JIhe Creative Magic of Ron Thornton 

itn emmy award winning techniques for modeling, surfocing, image compositing 

ind special effects from Babylon 5 and Star Trelt Voyager effects pioneer Ron 

lomton. Follow along using Ron Thornton's own creations, with the Digital FX Collec- 

CD Rom. filled with oil of ttT© models, scenes & imcge sequences used in his topes! 



Spacecraft Model Design *DI 1023 
Diglfal Cinemafography ^DilOSi 



24 Hour Order Hot Line! 



• spacecraft Surfacing Techniques #DI 102^ 

• Cinematic Visual Effects *DI 1035 

• Digital FX Collection CD Rom i^DI500 f 
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mastering the tools of tomorrow 




tion is more philosophical than technical, but 
it has been asked of me quite a lot. and it is a 
good question with which to start. 

I actually had a conscious design behind 
going with a C-like syntax for LScript, as 
opposed to basing it upon the characteristics 
of other languages like BASIC or Pascal or 
Smalltalk, or even other scripting languages 
like HyperCard. C and C-!-+ are the current 
mdustry standards m software development 
(this is not an arguable issue, folks; It's a fact), 
and LScript is modeled after this standard for 
several reasons. For instance, it is meant to 
provide a solid migration path to and from 
Lightwave's lower-level plug-in development 
tools. Also, it offers LightWave plug-in devel- 
opers a means of performing rapid prototyping 
of ideas in a language that they ate either 
aheady familiar, or one for which someone 
with more expertise could readily be located. 

However LScript is not C. LScript provides 
enough underlying power — ^mrith its advanced 
data handling and encapsulated functionali- 
ty — to probably qualify as a Fourth- Generation 
Language (4GL), whereas C is considered a 
3GL. Going from C to LScript is comparatively 
easy, especially since the two languages are 
so similar; going the other direction can prove 
much more difficult. 

Question: "I tried saving user-selected point 
Identifiers so that 1 could use them to select 
the same points again later in my Modeler 
script However, when I tried to use them 
again on the same model, they wouldn't v/ork. 
Why?" 

Answer Point and polygon identifiers in 
Modeler are highly volatile. These values are 
not guaranteed to remain the same between 
Modeler sessions — indeed, sometimes they 
won't even be the same between invocations 
of editbeginO in the same script. In the current 
Lightwave Modeler there is no intrinsic means 
of permanently identifying points and poly- 
gons. 

To my knowledge, there is no foolproof solu- 
tion to this problem — it requires some duect 
changes to due way Modeler handles these 
elements. A semi-constant that you might be 
able to employ would be point or polygon 



order but not knowing the internals of how 
Modeler manages things like this leaves even 
this open to awkwardness. Such a solution 
could likely be rendered ineffective if the mesh 
were edited between the point where you 
remembered the point/polygon order and the 
next time you attempted to use that informa- 
tion to reselect. 

Question: "I'm confused about variable 
lifetimes. When are certain variables created, 
and how long do they live?" 

Answer: There are two types of variables 
in LScript; local (or auto, in C parlance) and 
global. Local variables are created by user- 
defined functions (UDFs), and belong solely to 
these entities. They are visible only to code 
within the UDF that declares them, and 
cannot be accessed by any code external to it. 
As a side effect of this, it is possible to have 
two or more variables with the same name but 
with different values in an LScript because 
each was declared/initialized by a different 
UDE 



cutit 

{ 
distance = 15,934; 



} 

npit 

{ 

// 'distance' will be 'nil' 
if(distance== 15.934) 

} 



Local variables will cease to exist when a 
UDF completes, and are aeated again from 
scratch when the UDF is again invoked 

Global variables, on the other hand, are 
owned by LScript itself, being declared/initial- 
ized outside of any UDFs Globals can be seen 
and/or modified by any script code, and the 
changes will be mstantly visible to any other 
script code. 



distance = 10.0; 

cutIt 

{ 
distance = 15.934; 

} 

ripit 

{ 

// 'distance' will be either 
// 10.0 or 15.934 depending 
// upon who is called first 

if(distance == 15.934) 



Question: "I have an LScript that works 
well, but is a bit too slow. Would converting it 
into a [C codel plug-in make it faster, and how 
hard would such a conversion be?" 

Answer; To answer the first part of the 
question, yes, it would without doubt be 
faster. While it may come close in some cases, 
interpreted code will never be as fast as native 
(binary) code. If there is some script function- 
ality for which speed is critical, you should 
consider converting the working scnpt into C 
code. 

As for the second pan, any answer I could 
give would be subjective. The difficulty 
involved with converting LScript to C code 
relates largely to the expertise of the one per- 
forming the conversion, as well as their famil- 
iarity with the underlying LightWave plug-in 
API, I have done some preliminary work with 
regard to aiding such conversions (see my 
InYourFace utility, a converter of LScript 
requester interface script code into C code 
that duplicates the requester using LW 
Panels, available from my staff page on the 
LightWave Outpost Web site), but there is no 
single solution to conversion. The answer to 
this can only cooie from experience. 

Question: "My Modeler script is using the 
processing monitor feature, but it doesn't dis- 
play all the time. Is it buggy?" 
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JOE TRACY'S 

Flyer 

Mastery 

Guide 

Version 2.0 



Now available through many 
dealers/resellers and direct from 
the publisher. Studio Visions. 

Flyer Mastery Guide - Version 2.0 

offers: 

• New Chapters 

- Updated Information 

- and the Flyer Mastery CD-ROM 
full of images, backgrounds, 
objects, and other goodies. 

Cost for upgrading from the first 
book is $74.95 and must be 
ordered directly through Studio 
Visions. Studio Visions can be 
reached by phone at (800) 672- 
1 8SO or at www.studiovisions.com 

New purchases retail at $129.95. 



Some dealers 
are now 
bundling 
this book 
with new 
Video Toaster 
Flyer systems. 




"Simply Amazing! Who 
knew my favorite 
leisure reading would 
be a technical manual!" 



"I thought I knew a lot 
about the Toaster Flyer. 
I can't believe how little 
I knew. Should be 
called the Flyer's 
Bible!" 



Pete Hickerson of CVM Productions 



"I love this manual! 
Thanks so much. It 
has made my life so 
much easier!" 



Victoria Kelly of Equine Video Productions 



"Without a doubt, Joe 
Tracy's Flyer Mastery 
Guide is the single 
most effective, informa- 
tive, biggest bang for 
the buck item I have 
purchased since 
beginning video 
productions/editing 
10 years ago." 



Earl Chessher of CORELANN Productions 




Answer: The Modeler processing monitor 
will not necessarily appear just because 
you've initialized it. It doesn't work that way. 
Modeler only posts the status monitor if a 
plug-in or process takes longer than some 
internal delay factor to perform its processing. 
If your script (or plug-in) performs its process- 
ing (between the moninitO and monendO 
calls) in less time than Modeler's internal 
timeout value, then you will never see the 
monitor 

The following short Modeler LScnpt forces 
the monitor to display by inserting a deliberate 
delay factor into each iteration of the "pro- 
cessing" loop: 



{ 



moninit(]0, 
"Forcing Monitor"); 

for(x = l:x <= 10:x++) 

{ 

sleep(lOOO); 
monstepO; 

} 

monendO; 



} 



Question: "The lyrfg() command is sup- 
posed to return an integer, but it looks mote 
like an integer airay Is there a way to have an 
existing array filled up correctly with values 
returned from lyrfg ()?" 

Answer: Of course, if you assign multiple 
return values to a single variable, LScript will 
automatically generate an array for storing the 
values so that nothing is inadvertently lost. 

If you have an existing array that you would 
like to use instead, the assignment mechanics 
remain the same. LScript will recognize the 
data type contained by the variable, and reuse 
any array that it may contain (expanding the 
number of elements in the array if necessary). 



layers 1 10] = nil; 
layers = fglayersO; 



The LScript arrayO function can also be 
used for creating airays (single- or multi- 
dimensional) within your script's logic: 



// equivalent to 
// "layeisllO] = ml" 



layers = array(lO): 



Question: "I found this code: 
(blow,bhi)=bQundingbox() 
in a sample script. Does this mean the follow- 
ing is legal: 

(testairay I ] , resultarray []) = 1 
to blanket-initialize two multi-dimensional 
arrays? It doesn't seem to work Should it?" 

Answer: No, it shouldn't. 

The first script line above is called an "asso- 
ciative" assignment. Because baur.dingbox() 
returns two vectors, doing an assignment to a 
single variable will cause LScnpt to create an 
array to contain the returned values: 



// creates bb[2| 

bb = boundingboxO; 



Answer: In order to use the booleanO com- 
mand, there is a certain amount of setup 
required. Just as in the interactive environ- 
ment, the target object must reside in the cur- 
rently active foreground layer(s), while the 
template object must be contained in the 
active background !ayer(s)- You cannot use 
objects as templates that reside in background 
layers that are not active (selected). 

The following short Modeler LScript creates 
two new objects from scratch, aligns the layers 
properly and then invokes the booleanO com- 
mand to correctly subtract the template object 
(background) from the target object (fore- 
ground). The results ate illustrated in Figure L 

main 

{ 

lyrsetfg(2); 
makebox(<-.25,-l,-.25>, 

<.25,1,.25>): 
lyrsetfg(l); 
makebox(--5, 5): 
lyrsetbg(2); 

boolean(SUBTRACT); 



} 



However. LScript arrays can be costly in 
terms of both memory and speed. So by using 
associative assignments, you can assign 
returned values directly to variables on a one- 
to-one basis, bypassing array creation. 

On the other hand, if you wish to "blanket- 
initialize" arrays, you would use the empty 
bracket operator to indicate array initiaUza- IrOiSHIQ lIlC irdCni 
tion: 



Now, the scnpt above makes a large 
assumption about the state of Modeler, It 
assumes that the layers that it uses are not 
already populated with mesh data. A more 
robust script would have asked LScript for 
information about empty layers, and would 
have restricted its processing to tliose con- 
fines 



testairay [1 = 1: 
resultarray!) = 1^ 



The requirement of this type of initialization 
is that the array must already exist. 

Question: "I'm having trouble getting the 
booleanO command to work. I create two 
objects, call booleanO and nothing happens!" 



Modeler LScript has given us a good look at 
this new control language for Lightwave. 
However, beginning with my next installment, 
we shall leave Modeler behind for a time. We 
will expand our programming possibilities by 
beginning a journey through Layout 
LScripting. 

Bob Hood is in charge of iightWave 3D's plug-in SDK 
development for NewTek. 
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"With the high volume of shots we have to do and the short amount of turn-around time 

associated with television production, Aura allows us to get the roto work done with the 

speed and quality we need. We also use it to create alpha channel information to be 

used with other packages. It's a versatile and valuable package." 

Sherry Hitch 

COMPOSITE SUPERVISOR, FOUNDATION IMAGING 



The fast, powerful production tool for 
animation, paint and video layering. 
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TIPS, TECHNIQUES, TUTORIALS, AND SHORTCUTS FOR YOUR VIDEO TOASTER FLYER PROJECTS 



l)uestions,llnsw(n,IIDTV,ondSliortii!ies 

WHEKIWIIIITAUEND! 

Since my last column, NewTek has announced that it is working toward 
HDTV solutions for video producers and animators, The announcement 
was enough to perk the ears of BusinessWeek magazine, which ran an 
article on NewTek in the September 21 issue. In one part, the article stated, 
"...Whether it [NewTek] can regain its past glory will depend mostly on the success 
of Jenison's newest invention, now nearing completion: a Video Toaster for the era 
of high-definition TV-technology that will let programmers and animators produce 
standard, digital, and HDTV content on a Windows PC." 



Mfdning Behind flnnooflteinenl 

So what does this mean foi cur- 
rent Video Toaster and Flyer own- 
ers? In the shoit term, not much. 
it is my understanding that 
NewTek is still doing Amiga solu- 
tions, including HQ6 mode for 
Flyer owners, although it almost 
seems like "too little, too late." 
The good news is that Newlbk is 
apparently committed to provid- 
ing an upgrade path for 
Toaster/Flyer owners, meaning 
that if it ever does leave the 
Amiga market for a Windows- 
based system, you should save a 
bundle on a "trade-up." 

Mono ^ifiintinn Doesn't HpIfi 

It is my opinion that the Amiga 
4000 shortage, which no one 
seems to be doing much about, 



could end up deciding NewTek's 
permanent direction in the mar- 
ketplace. If nothing happens, it 
would be a massive loss to the 
future of the Amiga as NewTek is, 
by far the largest company to 
stick it out with the platform for 
this long. 

I have another large batch of 
questions and answers, so let's 
get right to it! 

Question: The Amiga is a vital- 
ly important part of ray video pro- 
duction studio, which has me 
worried about the Year 2000 
issue. Will my Amiga be affected? 

Answer: According to the 
Amiga. Inc. Web site only one 
aspect of the Amiga will be 
affected in the Year 2000 and that 
is only on select systems. "The 
Year 2000 problem and the 



Amiga" article on its site states, 
"The SetClock program shipped 
with the Amiga Workbench disk 
revisions 1.2 and 1.3 exhibits a 
bug which causes it to miscalcu- 
late the battery backed up clock 
time starting with the year 2000, 
It is accurate only for the years 
1978 to 1999. Once the year 
counter roils over to 00, SetCiock 
will believe that the year is 1978 
until the year 2079 is reached; 
that's when it will believe that 
the year is 1979, which is not 
necessarily an improvement. 
Please note that only the 
SetClock program found on the 
AmigaOS 1.2 and 1.3 Workbench 
disks suffers from this problem." 
If you have access to the Web, 
you can get a large amount of 
information on the Amiga and 
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"This image of NewTek's Calibar was created bY Daran Jones on an Amiga comput- 
er using LiglitWave 3D 5. 0. It contains 8, 876 polygons. There are no maps on this 
object: every detail is modeled as closely to scale as possible. " 



Year 2000 situation at 
www. am iga, com/ 092098- 
y2k.htinl. There is a fix provided 
for this problem! 

Question: In tine last issue of 
Nev/Tekniques, you expressed an 
opinion that upgrading to the 
Flyer (from a Video Toaster) was a 
good idea, if you weie a video pro- 
ducer in the marketplace today 
and didn't own an Amiga, would 
you still recommend the Flyer? 

Answer: In all honesty I can't 
say that I would. I still use my 
Flyei on a regular basis and con- 
sider it to still be one of the best 
video production solutions on the 
market. However, the lack of 
Amiga 4000 computers and lack 
of major updates to current Flyer 
owners concerns me greatly. 
Until Gateway dedicates itself to 
getting Amiga 4000 computers 
back on the market and NewTek 
puts more efforts into Flyer 
updates, I wouldn't personally 
jump at a new purchase. Now. if I 
were a Video Toaster owner and 
looking for a good non-linear solu- 
tion — It would be a no-brainer. 1 
would purchase a Flyer card in a 



second. 

Question: 1 have a project that 
1 need to play over and over. 
What is the best solution to make 
that happen? 

Answer: There are two ways 
you can do this. One is to move 
the Replay icon from your ARexx 
folder to your project wmdow 
(end of your project). When you 
playback the project, every time 
it hits that replay icon it will 
repeat. The problem is an incon- 
sistent timing. You don't know 
how long it will take to "prepare" 
to play once it hits the replay 
icon. It may be 10 seconds one 
time and 20 seconds the next 
time. An alternate solution is to 
select all the clips in your project 
and duplicate them! Duplicate 
the project as many times as you 
want it to repeat. Your timing will 
be steady. 

Question: Is there a way to 
place ARexx com.mands in the 
Tools menu so that I can access 
the commands from there? 

Answer: Yes! If there is a spe- 
cific ARexx script you use often, 
you can follow five easy steps, 



taken from the Flyer Mastery 
Guide, to have it automatically 
appear under the Tools option in 
the middle menu. 

Select Files/Files view. 
L 

In the top view, select your 
ARexx folder (RXTbols). 

In the bottom view, select 
your ARexx folder (RXTools) 
and then double-click on the 
StartUpScripts folder that is 
most likely the first icon on 
the screen. 

Move any of the ARexx 
5 . scripts you use most often 
from the top folder to the 
bottom one. When you're 
done, go to the 
Project/Switcher view. 

In order for the new com- 
/. mands to show up in the 
Tools menu, you need to shut 
down the Flyer and reload it. 
When it reloads, check your 
Tools menu and you'll notice 
the new commands! 

When you use this tip, your 
scripts will "disappear" from the 
ARexx directory This is because 
they now reside in your 
StartUpScripts folder. So if you 
want to access them from your 
ARexx directory (versus Tools 
menu), you must first double-click 
on the StartUpScripts folder. To 
take them out of your Tools menu, 
go to Files/Files view and transfer 
the scripts back to your regular 
directory. 



kUm km 



umn every year, only one or two 
are done on an Amiga. Kudos to 
Jones for doing such an impres- 
sive job at recreating NewTek's 
Calibar product in the 3D envi- 
ronment, 

Piess Time Announcement: 

At press time, NewTek 
announced a new upgrade plan 
for Video Toaster 2000 owners to 
upgrade to the Video Toaster 
4000 card. 

Available to registered own- 
ers, the pricing strategy is as fol- 
lows, according to NewTek: 

Upgrade from now to Oct. 1, 
for S535. 

Upgrade from Nov. 1 through 
Jan. 31, 1999. for $680. 

Upgrade from Feb, 1 through 
April 30, 1999. for S765. 

Upgrade from May 1 through 
July 31, 1999, for S880, 

The number to participate in 
the program is (800)-862-7837. 

That's it for this issue's col- 
umn. By the time you read this, 
we expect to have a full time 
Toaster/Flyer columnist writing 
for the bonus area of 
NewTekniques! As a subscriber 
you get free access to this area, 
so be sure to check it out at 
www.newtekniq ues .com/bonus. 
Until next time, may all your 
flights be safe and profitable! 

Joe Tracy is Buthor of the Flyer 

Mastery Guide and one of three 

authors of LightWave 3D Applied 

which hits bookstores on Dec. I For 

more information on LightWave 3D 

Applied, go to 
www.advanstarbooks. cotn/lightwave. 



I was very impressed with the 
Calibar image that Doran Jones 
did, which is displayed in this col- 
umn. Out of hundreds of images 
submitted for the "Renders" col- 
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Station X Studios 
Aims for the Stars 



itk De Jong and Molly Dinkinj 



mnt.nemelaiicpxs.cam 
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Hollywood effects houses ore (uttlitd M, (losing down. 
Station XMos opens. 

FX studios struiole with low profit raargins dnd negative casli flow. 
Station X Studios exponds. 

The digital effects lioom turns into a tflilsplD. 
Station XMoshlasts off to the stars. 



So what's up at the Station? "Station X is a next-generation 
facility," said Mark Lasoff, Oscar winner for his work on 
Titanic. "They take advantage of today's technology and the 
more budget-conscious platforms. ITiey also have a group of 
up-and-coming artists who are hip to the state of the art." 
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A Station X Studios 747 design created by AristoMenis Tsirbas, the 
same person who designed the cover design for the premiere issue of 
NewTeMques magazine in April 1997 and the spider on the cover of 
this issue. 



If your ear has been tuned to the Lightwave 3D drum- 
beats during the last five years, you will recognize a lot of 
familiar faces at Station X. Grant Boucher, Statron X's 
CEO, started out at Amblin Imaging back in the 
"seaQuest" days. Anrblin's Glenn Miller, Greg 
Teegarden, and Rred Tepper joined Boucher and Mark 
Glaset to form the nucleus of the NT team at Digital 
Domain, (See the April 1997 issue oiNewTekntques.) 
While at Digital Domain (D2), Boucher began to 
assemble some of the best Lightwave talent from around 
the world. The team established the viability of using 
Lightwave in feature films. The ultimate proof is in a little 



Still Plugged In 



The news that Fori Owurowa and Dan Milling had joined Station X sent ripples through the LightWavc 3D community because 
Owurowa had developed MetaNURBS and Metamation for KewTefc and the duo had teamed on Morph Gizmo. LightWave artists 
were worried that NewTek had lost two of its best programmers and LightWave development would suffer. 

"We're still part of the LightWave community," Owurowa asserted. "Allen (Hastings) is directly involved. NewTek is looking 
for us to gain the high ground." 

In that spirit, Station X plans on sharing the fruits of its research. "The reason that we're comfortable releasing software 
toots is because our competitive edge is with our artists," CEO Grant Boucher said. 

The first product to come out is Spider (working title at this point), a network rendering program developed by Mitch Middler 
to manage Station X's computers. Though Allen Crawford said that this ScreamerNet replacement "is useful even for a person 
with a single CPU. It gives you 100 percent utility out of your assets." 

For rendering with multiple CPU networks. Spider allows you to add or subtract CPUs on the fly. You can also prioritiie jobs 
and the CPUs will be accessed accordingly. As an endorsement of Spider's reliability, Boucher said, "Since we have been using it, 
we have had no nightly render watchers here." 

Owurowa was hesitant to pinpoint a release date or a price, but his goal is to try to have Spider ready by the end of the 
year. 

A few months ago, Station X added Lyie Milton to its software development team. Milton is the co-founder with Caria Molchan 
of One and Only Media and the creator of MacroForm, a LightWave Modeler plug-in. About joining Station X, Milton said, "They 
asked me." But NewTek was also courting Milton. 

One and Only also had its new product, FXtremePro, in beta testing, and Milton realized that "it would take months to get 
it ready, to optimize it. 1 decided that it was better to integrate it into what they were doing at Station X." So Milton and 
Molchan said "yes" to X and moved to the Left Coast. "It just felt right," Milton said. "I feel connected to the team here." 

The integration of FXtremePro features into the work that Owurowa and Milling have been developing should unleash a pow- 
erful new creature. "We're shooting for the top," Owurowa said, "to make the best character animation package, period." With 
an undertaking this monstrous, Owurowa declined to give a firm release date, only to say they hope to uncage it early in 1999. 
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seasoned artists who feel a sense of ownership. 
They're just not workers for hire. It creates a 
more stable environment," Crawford said- 
Such stability is becoming increasingly 
unusual m the effects industry considering 
the boom and bust cycles of studios and the 
nomadic life of digital artists. 



We Have Of t-Off 



A Station X Studios LightWdve 3D shot of a Jergons dome for a 
Jergens TV commercial. 



project they worked on called Titanic. The rest, as they say is cine- 
matic history. 

Many on the Digital Domain NT team of artists became the "found- 
ing fathers" of Station X. Joining them was another 02 alum, Allen 
Crawford, who had been the head of business affairs at Digital 
Domain. In his three years there, Crawford had negotiated more than 
$100 million worth of special visual effects agreements for such films 
as Apollo 13. The Fifth Element, and Titanic. 

Crawford obviously contributes a keen business sense to the Hedg- 
ing group, lb establish the studio's software development team, 
Boucher recruited Fori Owurowa and Dan Milling, who had been 
working at NewTek and designing their own Lightwave plug-ins (see 
the "Still Plugged In" sidebar on page 14). Rounding out the develop- 
ment team was Mitch Middler, also from D2. To administer the net- 
work of computers and the gigabytes of data. Hector Barrera, Alan 
Precoutt, and Grant Viklund signed on. 

All of the founders of Station X are limited partners in the studio, 
meaning they all have equity in the company "Though you see the 
practice in Silicon Valley companies, it's a model that hasn't been 
used in the entertainment industry" said Crawford, vice president of 
production development and corporate affairs. "We were tired of the 
inequities at other companies. We have a fairly flat hierarchy" While 
new employees do not automatically become partners, everyone par- 
ticipates in a profit-sharing program. 

"With this structure, we have gathered a core of world-class and 



With this bedrock of talent, experi- 
ence,, and organization, it is not sur- 
prising that Station X reached orbit 
soon after it was launched. In fact, 
its fu-st project began last December 
before it was officially open. 
Miramax called about working on Phantoms, the 
horror flick written by Dean Koontz and starring Peter O'Toole, 
Rose McGowan, Joanna Going, and Ben Affleck. Of the 12 shots that 
the Station X crew toiled over, the zombie crowd scene was probably 
the most complex. In the all-digital shot, the zombies coalesce to join 
"mom." To cook up the Lightwave concoction, the team started with a 
cup of Tim Wilson's Humanoids, stirred in a spoonful of Steamer, and 
added a pmch of Particle Storm. 

Station X has also completed work on a shot for My Favorite Martian 
with Christopher Lloyd playing Uncle Martin. Though the movie's 
release date has been pushed back until next year, you can see the 
LightWave scoops that are served in the ice cream parlor scene fea- 



A Station X Sluilios LighlWave 3D shot ot a Jergens mask for a Jergens 
TV commercial 
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tured in the film's trailer. 

Currently, Station X is involved with 
one feature film, Dogma, one made-for- 
TV movie, C.S.S. Hunley. and one four- 
hour TV mini-series, "Tbm Clancys 
Netfoice/' All are scheduled for release 
next year. 

Dogma is a rehgious comedy written 
and directed by Kevin Smith [Clerks and 
Chasing Amy) and starring Linda 
Rorentino, Ma:t Damon, Jason Lee, and 
Ben Affleck. Richard Payne is the visual 




effects supervisor for the film. He 
described the work as a combination of 
2D and 3D effects. For example, in one 
scene, Payne's crew has to create the 
3D hole that the Stygian Triplets rend m 
time with their hockey sticks. 

Payne also serves as visual effects 
supervisor on the C.S.S. Hunley. the 
Civil War drama for the Tliraer Network. 
Written and directed by John Gray the 
film retells the story of the Hunley, a 
Confederate submarine that sank the 
Union warship, the U.S.S. Housatonic, 
in a battle in the harbor of Charleston, 
SC. 

During pre-production. Gray visited 
Station X as a courtesy to a friend, "He 
came m and said, 'I'm going to use 
models.' That's it," Boucher said. 
TUrner still paid Station X to do a test, 
"We flew the test to South Carolina and 
two hours later, we got the OK to do all 
the work — no models," Boucher added. 

Station X has to recreate the two 
ships — and then destroy the Housatonic 
in a digital pyroteohnic display. The stu- 



Through Taron's Eyes 

Taron is one of the newest recruits at Station X. The 26-year-oEd German was 
snatched up by CEO Grant Boucher's bunch after his evocative LightWave 3D art was 
spotted on the NewTekniques Web site. 

At age IS, he was hired as an artist at Germany's Modern Information Technologies. 
"I've been drawing since I started to think," Taron said. "My mother said I was born 
with my eyes open." 

Taron was born with his ears pricked up, too. He wrote his first musical composition 
at age 12. Since his arrival at Station X during the summer, he has filled Frank Aalber's 
Korg synthesizer with nine songs — good ones, we might add. 

Yes, this stunning artist is also a writer — ever since he mastered penmanship. 
His current projects include a sci-fi epic. And you can expect him to add a 
Lightwave feature to his list of accomplishments. "I want to create a believable 
world that is beyond reality. 3D allows me to do that," he said. 

Meanwhile, he is perfecting digital facial expressions. His visual and visceral 
visages are disturbingly lifelike. Below, Taron shares his approach to modeling 
penetrating eyes: 

"The magical depth of a real eye has always been an exciting challenge for all 
kinds of artists. The demand to be realistic in an animation brings this excite- 
ment to the art of 3D as well. A character without convincing eyes can't hold 
the appearance of life, and furthermore can't carry a 'soul.' 
To reach this goal, I tried to understand the way light travels through the sur- 
face of our eyeballs, and how to simulate it in 3D by considering the transparent 
appearance of eyes. Basically an eye has two layers of surfaces, The outer layer is the 
cornea, or the "eyehorn," (the cyan line in Illustration 1 and in the close-up in 
Illustration I). The inner layer contains a lot of liquids and veins, as well as the iris 
(the yellow line in Illustrations I and I). An examination shows that the light doesn't 
stop on an eyeball, like it does on a regular ball. It seems to go through the surface 
and come out on the other side, slightly lightening the dark part of it, which makes it 
look wet and glassy at the same time (see Illustrations 3 and 4). 

The light does not travel through the whole eyeball. It just goes through the cornea 
and hits the border of the iris at the inner layer (see the red curve in Illustration 3). 
And so the light hits the part of the eyeball that is already in the shadow. Depending 
on the bending of the inner layer (the green in Illustrations I and 2), the glassy effect 
is caused. 

The arcing of the cornea starts pretty close to the edge of the iris (see the red arrow 
in Illustration 1). The red marked area in Illustrations I and 2 shows the difference 
between the bendings of the cornea and iris. Notice that when the light travels through 
the cornea, it hits not only the inside of the iris, but also the white jelly parts at the 
border of the iris (the green in Illustrations I and 1). This is where the effect happens 
(the red curve In Illustration 3). I sincerely hope the illustrations explain it better than 
my words can. 

As a result, this method proves to be an effective way to add a bit more soul to the 
eyes. Even if I couldn't make my creatures see their creator, I could at least give myself 
the illusion of being seen. (Kidding)." 
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dio is also building digital set extensions of historic Charleston that 
will be composited with live action plates. 

Payne, with his long, antebellum beard, seems the perfect match for 
this project. When he was on a tech-scouting trip, he was recruited to 
test the seating arrangement in the mock-up of the Hunley. During 
filming, he was outfitted as a boatswain's mate and was used as an 
extra. "After the filming, I bought the sword and pistol that I wore," 
Payne said. 

Payne also directed a second unit effects shot. "In the movie, a rock- 
et hits a church steeple. We will be creating the 3D steeple collapsing. 
In the live action shot, 1 directed about 10 stunt people as they fell 
under the rubble that we'll later add in CG," Payne said. "One woman 
ad-libbed this great death tremor in her hand" 

Alan Chan is the visual effects supervisor of Tom Clancy's Netforce, 
a TV movie that will be broadcast to coincide with the release of 
Clancy's book of the same name. Station X is building a series of vir- 
tual reality displays and digital set extensions. 

Ever since it opened. Station X has been working on a steady stream 
of commercials including Mazda Miata "Satellite Transmission" and 
Jergens hand lotion, which are airing now. It also has begun produc- 
ing international ads, Sony hired Station X to work on an ad about the 
new "Wega" high-resolution television screen. Though the commercial 
is only airing in Japan, the crew did get to play with the cool new TV 
until the project was completed. 

In probably the weirdest twist of cross-cultural exchange. Station X 
just completed two new Bud Ants commercials that are being test 
marketed in Beijing, China. In one ad, the wily party insects strategi- 
cally place a rake in the path of an unsuspecting, bottle-carrying 





Richard Payne in costume on the 
refoftAeC.S.S. Hunley. 



human. After the inevitable 
plunk on the noggin, the 
Bud-thirsty ants carry away 
their prize with a precision 
that would make the 
Clydesdales proud. 

Relativity a LightWave 
plug-in designed by Prem 
Subrahmanyam, helped con- 
trol all those little ant legs 
Frank Aalbers said, 
"Relativity rocks!" And rolls, 
judging from his demonstra- 
tion in Layout of putting an 
ant through its paces. In no 
time, Aalbers had the ant 
boogying. 



The launching pad for all of this activity is an anonymous strip office 
building near the Santa Monica freeway. The only Hollywood embell- 
ishment is Boucher's brand new silver Jaguar convertible parked out 
front. Inside, a pomp of spaciousness replaces the seductive decora- 
tive grandeur so popular in this town. 
The reception area is an unpreten- 
tious affair decorated with artfully 
framed magazine articles about the 
start-up company 

The communal eating/meeting/ 
rumpus room— a cavern that dwarfs 
the pool table — could host a jai alai 
tournamient. Capacious as Station X 
is, (17.000 square feet) the company 
is planning to acquire additional 
footage that will allow it to connect 
its administrative wing with the 
artists' wing. In the artists' com- 
pound, absent are the cramped cubi- 
cles where people hunch in dark cor- 
nets. Even the de rigueur assortment 
of toys and posters are lost in space. 
Often you feel the tour dovm the 



A Station X Studios LightWave 3D shot for a 
Budweiser TV commercial currently being test 
_ marketed in China. 
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halls of Station X— like all effects studios— is CIA-esque. You step into 
an office and look over an artist's shoulder at the monitor and hear, 
"You really didn't see that," Movie studios and advertising agencies are 
very vigilant when it comes to releasing information on their fihns or 
ads. 

So any talk about future projects is cloaked in an even heavier veil 
of secrecy. Beyond the mention that Station X is up for some major fea- 
ture films, all the Station X files are classified What Crawford and 
Boucher are willing to talk about are the strategic alliances that the 
studio is forming. 

Of course, the artists and programmers have alw/ays had strong ties 
with NewTek. Allen Hastings, one of the creators of Lightwave, visits 
occasionally to discuss revisions to future versions. Station X has also 
forged a strong working relationship with Samsung and Compaq. 
(When Compaq bought Digital Equipment Corp. it acquired the DEC 
Alpha processor technology, which it licensed to Seimsung,) Station X 
is basically a DEC Alpha-based studio, "We do software and hardware 
beta testing for Compaq and Samsung," Boucher said, 'We ate theii 
principal test site in Hollywood," 

Crawford is also working on developing equity relationships with 
film producers. Traditionally effects houses are "service bureaus," A 
movie studio will hire effects houses to create the effects, pay for ser- 
vices, and that's the end of it. Boucher and Crawford are willing to 
defer some of Station X's fees and recover the fees from their equity 
share of the film's profits. This arrangement allows a producer to con- 
trol the up-front expenses. Station X is aheady involved in a number of 
equity sharing negotiations. 

So with a progressive philosophy to guide the journey cutting edge 
technology to fuel the engines, and the artists/partners to crew the 
ship, it's no wonder that Station X is rocketing to the stars. 

Or as Lasoff said back at the Station, "They've got the goods," 




I Would Like 

To Thank the 

Academy 

o 

Even with the talent already onboard, Station X cel- 
ebrated when Mark Lasoff recently joined the crew. 
As digital effects supervisor on TftonJc, Lasoff received 
an Academy Award for Best Visual Effects, 

"Mark brings 10 years of solid experience to a busi- 
ness that is only 1 years old." Crawford said. "One of 
his specialties is managing production pipelines for 
huge amounts of data for blockbuster films. With 
Mark, clients need not worry that Station X can han- 
dle the big jobs." 

Lasoff also has won an Emmy as animation supervi- 
sor of the computer graphics opening for the 
Barcelona Olympics. In addition to his tour of duty on 
Titanic while at Digital Domain, Lasoff worked with 
visual effects supervisor Rob Legato on Apollo 13 and 
Interview with a Vampire. "I consider Rob a mentor," 
Lasoff said. "He's one of a handful of world-class visual 
effects supervisors." 

In July, Lasoff left Digital Domain and started to free 
lance. One of those projects took him to The Mill in 
London where he supervised an all-CG commercial 
for Mobil Oil. 

As for his future with Station X, Lasoff said, "An 
area I really want to develop for the company and for 
myself is producing all CG films, it comes down to hav- 
ing more access to the filmmaking process and 
becoming a leader in that process. You become more 
the filmmaker." 

Speaking about his reunion with the Station X 
team, Lasoff said, "The core members have known 
each other for a long time and have developed a real 
level of trust and responsibility. They're a family." He 
added, "I feel confident that they can make me look 
good. And supervisors are interested in that." 



Station X Studios Kevin Smith and Richard Payne. 
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ell, Ueve it is at last, the graduation class for Lightwave 201. Hopeful- 
ly this has been a fruitful year for everyone. Did everyone bring his or 
her homework? If you did not or you had difficulty with it, I have a 



scene for you that shows the lighting diagram you should use. The scene is called 



figurs 



"Lon gh ouse_Lights . I ws. " 

If you do a Load from Scene in 
the Objects panel into youi exist- 
ing Longhouse scene you will be 
able to get the lights you need. 
You will also need to delete the 
"Light" that is in the "Long- 
house_Pass01 .Iws" scene and set 
the Ambient Levels as follows : 
Ambient Color: 
(R: 174, G: 174, B: 255) 
Ambient Intensity: 5.0% 

Figure 1 is the "Longhouse 
Panarama.iff" image you should 
get as your final render. Now, on 
to the new stuff. 

1 hope you saved your past 
work because we are going to use 
the "BirdFlapping_Base.lws" 
scene file. If you don't have it. not 
to worry, I'll have it available for 
you to grab. Td finish off our scene 
we will be making 100 birds fly 
into our Longhouse door. If we 
were to simply clone 100 of our 
litde birdies then they would all 
be flapping at the same time. This 
would look, well, bad. Not to 
mention it would be cause for 
people to laugh and point at you 



when they viewed the scene. So, 
to avoid any unnecessary ridicul- 
ing by one's peers we wUl be mak- 
ing a series of different flap cycles 
for our birds that we will then 
clone out to the 100 birdies. 

j Load in the 

i, "BirdFIapping_Base.Iws" 
scene we created oh so long 
ago. This scene has our bird 
with his eight-frame flap 
cycle. What we want to do is 
create a flap cycle that is one 
frame offset from this. Open 
the Scene Editor; it should 
look like Figure 2 with the 
first five bones having eight 
keyframes apiece. What we 
need to do is create a space 
to copy the last keyframe of 
every bone back to the first 
frame of the cycle. We do this 
with the Shift All Keys but- 
ton. After acknowledging we 
understand the conse- 
quences of our actions, enter 
the following into the Shift 
AH Keys requestor; 
Low Fiam.e: 



High Frame: 60 
Shift Frame By: 1 

Setting the High FYame to 
60 is overkill since we only 
need to go past the last 
keyframe in the scene, but 
better safe than sorry After 
clicking OK, the Scene Editor 
should look like Figure 3. 
There is now a gap in all the 
bone motions where we can 
move our last keyframe. 

While stUl in the Scene Edi- 
tor highlight "Bone (1)" and 
open the Graph Editor [ m ]. 
You will notice that there is a 
small gap in the motion file 
at frame 1, the same as in 
the Scene Editor. In order to 
fill that gap move forward 
through the keyframes [ right 
arrow j until you get to frame 
9. Once on frame 9 activate 
Create Key Frame [ Return ] 
and make a keyframe at 
frame 1. This wiU copy all 
the settings from frame 9 to 
frame 1. We complete our 
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new loop by moving forward 
[ right arrow ] to frame 9 
again and deleting [ Delete ] 
the frame. Our loop for this 
bone now cycles from what 
used to be frame 8 up to the 
old frame 2. Thus we have 
offset the motion for this 
bone one frame and still 
maintained out loop capabil- 
ities. Click on Use Motion to 
save our changes. 

By now you may have real- 
ized the pamful and repeti- 
tive task we have in store. 
You will need to repeat Step 
2 for each of the six wing 
bones. When you have fin- 
ished that, save the scene 
out as "BirdFlapping_ 
Shiftl.lws" so that we can 
tell which scene the bird is 
in, Once you have completed 
that you will need to repeat 
the same shift process again 
until you have seven scene 
files for shifts 1 through 5. 

Knowing human nature, I 
can feel your pain after hav- 
ing just read the last pas- 
sage. So, ! made the scenes 
for you. No, no, don't thank 
me. I am happy to do it for 
you, 1 do recommend you do 
at least one by yourself since 
it is good practice for moving 
around in the Graph Editor. 

Now that we have six scenes 
created for oui buds we need 
to merge them all together 
mto one scene file. Load m 
"BirdFlapping_Base.!ws,° 
Open in the Objects Panel 
and click on Load from 
Scene. Load from Scene 
allows us to load any scene 
file into our current scene 
bringing with it all of its 
information. This is very 
handy in situations like this 
where we want to get our 
birds and their correspond- 
ing bones. In the Load 



Objects from Scene File 
requestor load in "BirdFlap- 
ping_Shiftl,!ws," We do not 
need any light information 
from any of our bird scenes 
so answer "No" to loading 
lights. 

We now have two birds in 
our scene. One at the base 
flap cycle and another at a 1 
frame offset. If all went as 
planned your screen should 
look like figure 4 at frame 1. 

Repeat Step 3 until you have 
loaded in all of the offset bird 
scenes. Once you have fin- 
ished that, your screen 
should look hke Figure 5. 

f We will be making multiple 
/. clones of these birdies to build 
a scene with a flock of 100 
birds. Before we get to cloning, 
though, let's click on Add NuU 
Object to add a null to our 
scene. We can rename the null 
by clickmg on Save Object and 
nammg it "FlockJNO)". By 
putting the "JNO)" at the end 
of the name we create an easy 
convention for knovnng what 
are objects and what are nulls 
in our scene. 

/ Open the Scene Editor and 
'-■'- select "Birdylwo (1)." Later 
we will be adding these 
objects to anothei scene and 
then applying motion we 
create in Particle Storm. As a 
good habit to follow, we will 
be parentmg all the bfrds to 
the "FlockJNO). " This way if 
we want to remove the 
objects from the scene we 
merely need to remove the 
"Flock_(NO)" and all the 
children go with it. With 
"Birdylwo" still selected 
click on Parent and choose 
'Flock_(NO)" as the parent. 
Repeat this with aU the birds 
until your Scene Editor looks 
like Figure 6. 



Tb finish this phase of the 
project open the Objects 
Panel and Clone Object your 
birds until there are 100 
birdies in this scene. The 
order in which you do this is 
not unportant but make sure 
you don't add large clumps 
of the same cycle next to 
each other. The more ran- 
dom you make the dispersal 
the harder it will be for view- 
ers to pick up the relatively 
few different cycles. 

When you have finished 
making 100 birds. Save the 
Scene as "BirdsFlapping_l 
OO.lws" and Clear Scene to 
start the next phase with a 
clean Layout. 

Next we wiU construct the 
scene to put our flocking 
birds into. Suice we want 
the hghting to match the 
first scene we used to create 
"LonghousePanarama.iff, " 
load in the 

"Longhouse_Llghts.lws" 
scene. Before we move on 
let's Save the scene as 
"Longhouse Pass02.1ws." 
This way we won't uiadver- 
tentiy save over the "Long- 
house_Lights.lws" scene, 

"'■■■ Open the Images Pane! and 
.■ Load hi the following images 
we will be usmg for this sec- 
tion "Longhouse 
Ranarama.tff," shown in Fig- 
ure 1, "Shadows.iff" shown 
as Figure 7 and 
"Birch'neesFog.iff" shown as 
Figure 8. 

In order for us to achieve 
the panning effect we want, 
we need to create a polygon 
to map our Longhouse on to. 
For this we need to go mto 
Modeler, 

Once in Modeler, activate 
r*." the Box Tool and enter the 
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Figure B 



foHovring Numeric [ n ] val- 
ues: 

Low 

X: -g.2m 

Y: -5.2m 

Z: Om 

High 
X: 9.2 
Y: 5.2 
Z; Om 

Leave the segments at 1 
and click OK. Make 
[ Return j the box. Open the 
Change Surface Panel f q 1 
and name the surface "Back- 
Plate_ Pass02." 

In the Objects 1^3. Put the 
box to layout as 'Back- 
Plate Pass02.1wo." 
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Figure 7 




Figure 8 




Figure 9 
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Back in Layout open the Sur- 
• faces Panel Make sure the 
Current Surface is "Back- 
P!ate_Pass02" and open the 
Texture Panel for Surface 
Color. Set the following val- 
ues: 

Texture Type : 
Planer Image Map 

Texture Image: 
LonghousePanarama.iff 

Texture Axis : Z Axis 



Tbxture Antialiasing: On 
Antialiasing Strength: 0.1 

Click on Automatic Sizing 
to stretch the image to fit 
and leave all other values at 
their defaults. Click Use Tex- 
ture to save the changes. 



Q Since we never had a ground 
' to cast shadows on in the 
first pass we will be faking 
shadows through the use of 
a Luminosity Map during 
this pass. Below Surface 
Color open the Texture Panel 
for Luminosity and set the 
following values: 

Texture Opacity: 50% 
Texture Type: 
Planer Image Map 
Texture Image: Shadows. iff 
Ttexture Axis : Z Axis 

Again, click on Autom.atic 
Sizing to stretch the image 
and close the panel by chok- 
ing Use Texture. Finish the 
surfacing by setting the 
Luminosity to 100%. 

For those of you who are 
wondering why we set the 
Ifexture Opacity to 50% and 
the Luminosity to 100% 
instead of just using the val- 
ues in the grayscale image 
"Shadows. iff" we did this so 
that we can have more con- 
trol over how dense the shad- 
ows appear on the ground. 
This way you can tweak the 
Texture Opacity and the 
Luminosity to get different 
shadow strengths. Before we 
move on Save the "Back- 
PIate_Pass02.1wo" object so 
the texture values are saved 



to the object. 

Move the 

'■ BackPlate_Passa2. Iwo" 

object into position at: 

X: -27cm 

Y: 1.95cm 

Z: 9m 

If ail is on track a rendermg 
of frame should look like 
Figure 9. 

Now let's add a camera 
move that will give the illu- 
sion that we are panning 
across this scene. This is 
actually an old matte paint- 
ing trick updated to the digi- 
tal era. In Camera Mode 
[ Shift - c ] set the following 
values for Move: 

Frame 
X: -1.64m 
Y: 73cm 
Z: -2.5m 

Frame 180 
X:lm 

Y: 1,4m 
Z: -2.5m 

This should create a slow 
pan from the lower left to the 
upper right of the backplate 
object. 

In the Effects Panel under 
the Compositing Tab set 
"BirchTreesFog.iff as the 
Background Image. Also in 
the Effects Panel under the 
Background and Fog Tab set 
the following values; 
Fog TVpe: Nonlinear 2 
Minimum Fog Distance: Om 
Maximum Fbg Distance: Im 
Minimum Fog Amoimt: 30% 



Maximum Fbg Amount: 30% 
Backdrop Fog: On 

The Minimum and Maxi- 
mum amounts are set the 
same since the distance that 
our birds will travel does not 
justify havmg them fade into 
any fog. Instead we will use 
the fog in the same fashion 
we did on the Longhouse, to 
add the tonal values of the 
background to the flock. 

Since "BackPIate_ 
F^ss02.1wo" is the back- 
ground image we want to 
preserve we need to make 
sure that it does not get any 
fog. Open the Object Panel 
and set the following values 
for ■■BackPlate_Pass02.Iwo:" 

Unaffected by Fog: On 
Self Shadow: Off 
Cast Shadows: Off 
Receive Shadows: Off 

Now, no matter how much 
fog we add to the scene our 
apparent background will 
remain the same. 

Now we are ready to add 
the elements we will need to 
make our birdies Oock to the 
Longhouse. In Particle Storm 
we will be using 100 particles 
that will be replaced with the 
100 birds we created earlier 
In Layout we need to setup 
several nulls that vvill be used 
in Particle Storm to place 
where the birds will travel to 
and from. We set these marks 
in Layout through the use of 
Null objects. 

Open the Object Panel and 
add three null objects. Name 
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them as follows: 



Null (1) 
Null (2) 
Null (3) 



BiidLauncherJNO) 

BlidFlocker_(NO) 

BirdCatcheiJNO) 



\1. 



I 



The "BiidLauncherJNO)" will be used 
for, you guessed it, placement of where 
the biidies will be traveling from. This 
object should be behind the camera so 
the birds fly past closeiy. lb do this it 
must miiroi to a certain degree the 
motion of the camera ^ Enter in the fol- 
lowing keyframe information to accom- 
plish this: 

Frame 
X: -5.45m 
y;3m 
Z:-6 

Prame 180' 
X:Om 
Y:3m 
Z:-6 

The null object will be used to place a 
■ flocking attractor that the birdies will 
desire to be close to. We want the little 
critters to fly to the doorway so let's 
place the first null "BirdFlocker_(NO)" 
near the doorway of the 
"BackPlate_Pass02.1wo" object. Enter the 
following values for "BirdFiocker_(NO|:" 

Frame 
X: 3.15m 
Y: 1.125m 
Z: 6.65 

This object is the corralling force that 
will get the birdies traveling in the right 
direction, 

The "BirdCatcher_(NO)" is the powerful 
flocking attractor that will hold the 
birdies from flying off. This object will be 
placed behmd the 

"BackPlate_Pass02.1wo" object so that 
the birdies fly through the plate and 
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appear to have entered the Longhouse. 
Place "BirdCatcherJNO)" in the follow- 
ing location: 

Frame 
X: 3.85m 
Y: 1,225m 
Z; 10.475m 

Now for the fun stuff. I will be using 
Particle Storm version 1 .2 for this section. 
As of this writing there is a later version 
of Particle Storm but I have had good luck 
with this version so I stuck with it. If you 
have a later version of Particle Storm the 
process is stiU the same. 

Since Particle Storm Is such a dense 
piece of software it would be impossible to 
give an overview of all Its funrtionality in 
the space provided for this article. Tnerefore, 
we will only be skimming over the areas we 
need to perform the task at hand. 
In the lower left side of the Layout win- 
dow IS the Plug-ins button. Click on it 



and drag down to Particle Storm. You will 
be presented with the following screen. 
Figure 10. 

This is the main Particle Storm win- 
dow. It in many ways mimics the func- 
tionality of Layout with the preview win- 
dow showing the familiar grid we have all 
come to know and love. 

Before we start playing with those zany 
specs we call particles let's get the bor- 
ing housekeeping out of the way first. In 
the lower nght under the preview win- 
dow is a button marked Project, click on 
it to open the Project Options Panel. 
What we save in here will be different for 
each of you since you will undoubtedly 
have different content directory struc- 
tures in place. Therefore, set the Content 
Path to the same path you have for Lay- 
out and pick an Output Path where you 
know you can find the files Particle 
Storm will be creating. With the paths 

Continued an page 37 
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1 5," with a strong 

UgtitWaue 3D t]istory, is 

campletinyitsfive-jearrun 

tliis season on Maud will 

be followed liy a spin-off 

series called "Crusade." 



BY 

GRtGNfLSON 



UriNG GOOD-BYE TO "BABYlONr 



I 



don't know about you, but I have a soft spot for "Babylon 5," To eariy UghtWave 
3D users, this has been the show. "Babylon 5" has been thirough more versions 
of Lightwave 3D than any other series on television. 




The "Babylon 5" space station 
explodes in a fiery destruction 



In my first couple years of airi- 
mating, I learned much about 
Lightwave by watching "Babylon 
5" and reading Mo]o's articles in 
Lightwave Pro that broke down 
how they did specific shots. In 
fact ! just did a shot the other day 
that used an old iSiLWProMo]o 
trick. 

"Babylon 5" (B5) is completing 
its five-year run this season on 
TNT and will be followed by a 



spin-off series called "Crusade" 
that begins in January. If you 
don't want to know what happens 
in the final episode, stop reading 
now until after you see it. 

As with many great vessels of 
television space, the B5 station 
will meet its end in a symphony of 
fireballs, lens flares, and particle 
explosions. Trust me, I've seen it. 
It's definitely worth watching. 
You might even think about 
recording the show so you can 
watch the explosion frame by 
frame; there's some fun stuff that 
goes flying past the camera. 

Netter Digital in North 
Hollywood, CA, was kind enough 
to give me a preview, and anima- 
tor Tim Everitt told me how he 
pulled off some of the shots. 

"In a previous episode. 1 was 
given the task of blowing up 
Babylon 1." said Everitt. "In that 
shot, it was a huge explosion and 
I wanted to try something differ- 
ent with B5.*' Everitt said he 
wanted to give the feehng that the 
huge space station was collapsing 
in on itself as flames engulfed it. 

As the sequence unfolds, 



explosions begin ripping the hull 
open from one end to the other. 
The explosions and the bending 
of the metal make the shot look as 
if the entire space station is being 
unzipped, allowing flames and 
the Internal atmosphere to spill 
out into the vacuum of space, 

Nov/, everyone has a certain 
way of pulling off shots, and 
everyone has a philosophy for 
choosing which way to go. I am a 
passionate believer in the "think 
about it before letting some lame 
render-hog of a plug-in do it for 
me" philosophy Don't get me 
wrong. I use a lot of plug- ins, 
some of which make my life 
extrem.ely easy However, I'm a 
much bigger fan of thinking a 
shot through and doing the work, 
rather than praying the latest 
beta version of Photorealp will 
ball me out. 

That's why 1 love this shot. It 
adheres to my above philosophy 
and everything in it can be done 
with LightWave straight out of the 
box. 

"Th-s shot lives in Modeler," 
Everitt said. In order to create the 
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hull breach, the base B5 model is cut open in 
Modeler Along the line of the cut, points and 
polygons are bent outwaid and away from 
each other. This is done nine different times 
giving the base model nine different motph 
targets, each with an increasingly wider and 
more lengthy expanse of hull breach. 

For the fire, Netter Digital chose to shoot 
explosions specifically for compositing in this 
sequence, "One of the issues we ran into was 
the immense size of the B5 station. . ,in scale 
it is five miles long," Everitl said. One of the 
flame elements is supposed to feel as if it is 
engulfing the station from one end of the ship 
to the other. 

It doesn't matter how you shoot a small 
explosion, fire can never travel five miles in 
less than 30 seconds without completely ruin- 
ing your sense of scale. To help ease this issue, 
Everitt did two things. First, he slowed the fire 



sequence as much as possible in Adobe After 
Effects. "One trick I like to use," said Everitt. 
"is mapping a fire sequence on to a sphere 
rather than a flat polygon. This at least gives 
you more flexibility in terms of being able to 
move your camera and shift perspective." 

Tlie second thing Everitt did was add parti- 
cle explosions. By placing a cluster of single 
point polygons in the center of the explosion 
and expanding them outward at the proper 
speed, either by morphing to a larger cluster of 
single point polygons or by simply expanding 
the object's size, this particle explosion saves 
the shot's sense of scale. It tricks the viewer's 
eye into thinking things are moving slower 
than they actually are. 

One of the other elements in the shot is the 
outward eruption of certain panels on the sta- 
tion. This is actually pretty simple and has a 
great effect on screen. Everitt cut the panels 



he knew would be flying off in front of the 
camera, and moved them far away from the 
station in Modeler Then when the proper tim- 
ing IS set to the original nine morph targets, 
the panels blow off in perfect orchestra- 
tion — no keyframing, and no small objects to 
manipulate It's just nice and clean 

Now, no space station is going to meet its 
end in Lightwave without a lot of lens flares 
and interactive lighting. Since all the fire was 
composited in Layout and mapped on poly- 
gons, one of the issues you run into is polygons 
cutting into each other. 

It is impossible to tell from the final product, 
but a lot of the explosions are mapped on to 
polygons that are actually cutting into the B5 
model. Now. obviously, this situation is going 
to have rendering errors without some help 
and that's where the lens flares come in, 

"I placed lens flares right where the poly- 
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gons inteiEGCt," said Eveiitt, By timing tlie 
flares to the fire sequences, they can distract 
the eye and cover over any mistakes. 

Admittedly, I haven't been a "Babylon 5" 
faithful. But every time I ran across it, I'd 
stop. Not necessarily because it was a partic- 
ulariy compelling story line, but in a sense to 
pay homage to wtiat that show has meant to 
my career and my skill as an artist- 
It's kind at the same way 1 feel about ray 
Video Toaster. 1 just sold it the other day. It 
had been sitting on my shelf for the last two 
years, but it meant a lot to me. The enure 
foundation of my career was built with that 
Amiga 4000. So. it meant a lot to me that I 
was giving it to a 14-year-old kid who was 
just getting started. 1 wish 1 could pass on to 
him everything that machine taught me 

"Babylon 5" is going off the ait, TV shows 
do that; they come and go. I just wish I could 




pass on everything 1 learned from B5 to my 
14-year-old friend as well. 



Greg Nelson is a panne; in the Lemonade Visual 

Effects Co. and is currently ditectmg a short film 

called Days of War. He can be reached at 

KidneYboy@MSN. com. 
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If you have visited my Web site, or have read the 
August/September issue of NewTbkniques, you may have noticed 
the references to a secret project that I've been working on. Well, 
as that project is drawing to a close. I can finally leak a few details. 
I've just spent the summer working on a book titled Lightwave 3D 
Applied, which will hit bookstores Dec. 1. Co-authored by Joe Tracy 
and Scott Wheeler, this book is packed with detailed tutorials and use- 
ful tips, covering many of the new Lightwave 3D 5.6 features (and a 
handy bug or two), including Steamer. HyperVoxels, and Natural 
Shaders. and applying them to a series of projects. This issue, 1 
thought I'd whet your appetite with a small taste of what you'll find in 
that book. 



Some gems w ms. but 

this tutorial will have 

you Cisatiny many. 



ByDAVEJ[RRARD 



The "Swoid in the Stone" 
chapter of the book (Chapter 
6) covers the construction 
and texturing of a sword, 
including a variety of gem- 
stones for the pommel. As a 
small preview, we'll take a 
closer look at gemstones 
here. 

1 Let's get started by load- 
• ing up Modeler and zoom- 
ing in to a grid size of 
about 5mm. We'll create a 
very simple gemstone, so 
under the Objects menu, 
click the Ball tool and 
then type 'n' to open the 
Numeric Panel for it. We'll 
make a very simple 
faceted stone to start 



things off with, and since 
most faceted stones have 
triangular facets, we'll 
use a tessellated ball. 



Ball Type: 




Tessellation 


Level: 


Center 


Radii 


X: Om 


15.0 mm 


Y: Om 


10.0 mm 


Z: Om 


8.0 mm 



Hit 'Enter' to make this 
ball, then type q' to open 
the Change Surface 
panel. We'll make this a 
generic gemstone, so pick 
any color you like. We'll 
name this surface "Gem" 
and make it 75% specular 
for now. Set the 
Glossiness to medium 



and leave the Smoothing 
off. The color preview 
should show something 
resembling a cut gem- 
stone (Figure 1) 

Our first gemstone is 
going to be one of the 
transparent types, such as 
a diamond, ruby, topaz, 
etc. To do a stone like this 
correctly, we'll need to use 
refraction, which will 
bend the light as it enters 
the stone. However, we 
also need to bend the 
light back as it exits the 
stone. We can't simply 
make this surface double 
sided since that would 
end up having the light 
refract a certain amount 
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when it hits the outside 
surface, then it would 
refract that same amount 
again as it hits the second 
surface as it exits. This 
effectively doubles the 
amount of refraction when 
we want to cancel it out. 
lb do this we need a sec- 
ond, inward-facing sur- 
face to tell the exiting 
light that it is now enter- 
ing air again. This inwaid 
facing "air" surface is very 
important when trying to 
recreate anything that 
involves refraction accu- 
rately. 

Hit the 'c' key to make a 
copy of this object in 
memory, then type 'f ' to 
flip the polygons of the 
stone on the screen. IVpe 
'q' to open the Change 
Surface panel, and create 
a new surface called Air. 
Now, hit 'v' to paste the 
copy we made into the 
layer TVpe 'm' to merge 
the points since we'll now 
have 162 duplicates we 
don't need. Now we're 
ready to make this stone 
sparkle. 

Save this as 

GemStone.lwo and switch 
over to Layout. Load the 
GemStone.lwo and posi- 
tion the camera so you 
have a good view of the 
gem. Open the Surface 
F^nel and select the Air 
surface. We'll need to 
make this transparent for 
our gem to look right, so 



4, 



raise the Transparency to 
100%. Also, raise the 
Specularity to 100% and 
set the Glossiness to Low. 
Activate the Color 
Highlights button and 
raise the Reflectivity to 
25%. This will set up our 
internal reflections, which 
will give the gem its 
sparkle. Click the 
Reflection Options and 
select the MetaRefMap.iff 
image as the Reflected 
Image. For the Reflection 
lype, we'll just use 
Spherical Reflection Map, 
which will render a lot 
faster than tracing several 
recursions of internal 
reflections. Since this will 
be a cut gemstone, we 
don't want to add smooth- 
ing, so make sure that's 
off. Finally, make the 
Surface Color pure white. 
You'll notice we activat- 
ed the Color Highlights 
button, but there's no 
effect in the preview sam- 
ples. Well, not yet. We'U 
get back to that a bit 
later. 

Select the Gem surface 
now and set the trans- 
parency level to 100% as 
well. We'll start with a 
basic clear gemstone to 
get a feel for how it han- 
dles and then add color 
later. And what better 
clear gemstone than a 
diamond? Set the surface 
up with these base values 
to get started: 
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Figure 2. TTpe Refmclive Mbx at work. 



Figure 1. A very simple gemstone quickly created with the Ball tool 

Colot:200 200 200 
Luminosity: 0% 
Diffuse: 10% 
Specular: 75% 
Color Highlights: Off 
Glossiness: 64 (Medium) 
Reflectivity: 20% 
Transparency: 100% 
Color Filter: On 
Smoothing: Off 

These values will work 
for just about any gem 
type with a simple color 
change. We've applied a 
Color Filter to this surface, 
which will only slightly 
darken anything seen 
through it due to the 
hght-gray color we gave 
the surface, as will be 
seen in a preview sample 
with a patterned back- 
ground. A pure white 
would have the effect of 
neutralizing the effects of 
the Color FOter, while any 
other color will show up. 
We'll need this Color Filter 
for gems such as ruby and 
emerald, so we might as 
well leave it on. 

Finally we need to set a 
. Refractive Index. This 
determines how much the 
light is bent as it enters 
the gem and it varies 
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Figure 3. The Interference shaderadds 
some interesting coloration 
to our crystal. 
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Figure 4. A simple color change turns our 
diamond into a ruby. 




Figure 5. Tfte addition of a Ftosnet shdder 
makes the ruby seem darker in the center, 
at its thickest point 




Figure B. The Thir) Film shader can simu- 
late density quite effectively, as well as 
other color effects. 



depending on the material 
you want to simulate. 
We're doing a diamond, so 
we'll need a vaiue of 
2.417, as shown in the 
Refraction Index chart in 
the Lightwave Reference 
Manual. You might want 
to mark that page since 



we'll be using it qtiite a 
bit here. But first. let's see 
that refraction at work. 
Open the Render Panel 
and activate TYace 
Refraction in the upper 
right corner. Close this 
panel and then hit F9 
(Figure 2). 

The gem is nearly fin- 
ished but we'll add a few 
subtle improvements 
before we move on. 

' Our first improvement will 
V. be the addition of the Fast 
Fresnel shader. Though 
the effects it creates tend 
to be subtle, they will add 
that extra sparkle that's 
currently missing. We'll 
apply this effect to the 
outside surface so open 
the Surface Panel and 
select the Gem surface, 
Click the Advanced 
Options tab and select the 
LW FastFresnel plug-in. 
We only want the 
Reflectivity set to 75% and 
Specularity set to 100%, 
Everything else for this 
shader will be turned off 
and the Minimum 
Glancing Angle should be 
degrees. Click OK to 
accept these settings. 

The Fresnel effects will 
generate more intense 
reflections around the 
edges of tiie gemstone, 
adding some much-needed 
sparkle. However, there is 
still one thing missing. 
Physical gems tend to dif- 
fract light mto its color 
components, creating bril- 
liantly colored internal 
reflections, LightWave 
does not support this phe- 
nomenon, though it can be 



simulated. 

7 When we created our Air 
* , surface, we applied the 
Color Highlights option to 
it, even though it had no 
color to add. We'll give it 
that color now. but m a 
much mote dynamic way. 
For the second Shader 
plug-in slot, select the 
LW_Interference plug-m. 
Click the Options button 
and make sure Che 
Spectrum Scale is set to 
its default 100%. Click the 
check box for Single 
Band, and then change 
the Angle Range values to 
span from a Minimum of 
to a Maximum of 90 
degrees. Finally select the 
Blend button for the Color 
Mode and set the percent- 
age to 100%. This will 
now color the inside sur- 
face according to its angle 
to the camera, covering 
the entire spectrum. Since 
the surface is 100% trans- 
parent, we won't see 
these colors, but they will 
affect the highlights and 
reflections that cross the 
surface. Another render 
will show a gem with 
more sparkle and colored 
highhghts mside (Figure 
3). Rename the Gem sur- 
face to Diamond, then 
save this object as 
GemStone-Diamond.lwo 
since you might want to 
use this later on, 

() Now that we have the 
^. basis for just about any 
gemstone we want, we 
can play with surface col- 
ors. Ruby is a common 
favorite so let's try that. 
Select the Diamond sur- 



face and rename it to 
Ruby. The first thing to do 
is change the color, so 
click the Surface Color 
button and change it to a 
deep red. RGB values of 
180, 0, give a good 
shade. Ruby is less dense 
than diamond is, and has 
a Refractive Index of 1.77, 
so that's our other main 
change. Since we have 
Color Rlter activated on 
this surface, everything we 
see through the gem will 
have deep red colors. On a 
black background, this 
stone will almost appear to 
be an opaque black so let's 
brighten the backdrop a 
bit. Open the Effects Panel 
and click the Gradient 
Backdrop button. Now 
we'll have a better back- 
ground to show off the 
gem. Hit F9 for another 
render (Figure 4), 

Our ruby doesn't look too 
bad at all. We can still 
improve on it, though. 
One detail is still missing, 
and that's a sense of vol- 
ume. A ruby, or any other 
colored gemstone, will 
absorb light as it travels 
though the crystal, 
becoming darker as the 
thickness increases. Right 
now, our ruby has Che 
same constant opacity 
across the surface so 
everything seen through it 
is filtered the same 
amount. In step 6 we 
added the Fast Fresnel 
shader to this surface, and 
at the same time, we acti- 
vated the Transparency 
portion of it. Up until now, 
it has had no effect since 
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both the Eresnel 
llransparency value and 
the base lYansparency 
value have been identical. 
Open the Surfaces Panel 
and click the Basic 
Parameters tab. Lower the 
Transparency value to 
around 75%. This just 
made our gem less trans- 
parent to perpendicular 
rays, while the Fast 
Resnel shader keeps the 
edges at 100% transparen- 
cy. When rendered, this 
will make the gem appear 
to be darker in the center 
where it's thicker. (Figure 
5) TVy other colors and 
experiment with the 
Transparency value. 
Remember to save the 
surface settings you like. 
You never know when 
you'll want to use them 
again. 

There is another method 
'. of making a gem appear 
darker in the center, or 
even appear to be a differ- 
ent color altogether 



Similar to the method we 
used to change the high- 
light colors of the Air sur- 
face; we can use another 
plug-in to alter the colors 
of the outside surface. 
Click the Advanced 
Options tab and select the 
LW_ThinRlm plug-m for 
slot 2. This is very similar 
to the Interference plug- 
in, but much more selec- 
tive. Click the option but- 
ton and a small interface 
will open with a full color 
spectrum displayed across 
the top. Click anywhere in 
this spectrum to select a 
color, which will show up 
as a value measured in 
nanometers (nm) appear- 
ing in the Primary 
Wavelength field. This is 
the color that will appear 
on the surface when 
viewed at 90 degrees. 

The second value. Angle 
Variation, tells the shader 
how much of the spec- 
trum will be visible across 
the 90 degree arc, where 




figure 7. Adding a second layer of polygons creates a clear coat, aliowing interesting 
and powerful surfacing tricks, as seen in ttiis opal. 



the viewing angle 
becomes degrees. 
Again, this is measured in 
nanometers, and is added 
to the Primary 
Wavelength. This value 
may also be negative, so 
you can have a range 
start with a dark red and 
span to light orange, or go 
from dark blue to light 
blue. 

The color can be applied 
in one of three ways: Add, 
Multiply and Blend. We'll 
be using the Blend 
option, so click that but- 
ton and increase the per- 
centage value beside it to 
100%. Now, the colors we 
select in this panel will 
completely overwrite the 
Surface Color 

We can recreate our 
ruby surface here lay set- 
ting the Primary 
Wavelength to 780 nm 
and setting the Angle 
Variation to -150 nm. Be 
sure to raise the base 
Transparency value back 
to 100%, then hitPg. 
Figure 7 shows a ruby 
surface created with the 
Thin Film shader. 
Following are a few set- 
tings to create other gem- 
stone surfaces. Fee! free 
to play with various val- 
ues (Rgure 6). 
Gemstone Primary Angle 
Ruby 780 -150 

Sapphire 430 50 
Topaz 620 -20 

Amethyst 380 70 

Now that we've created a 
few transparent gem- 
stones, let's try some 
opaque ones. Go back 







into Modeler and activate 
the Ball tool. Open the 
numeric panel for the tool 
and raise the Ttessellation 
Level to 3. The sizes you 
used for the gem should 
still be in memory, so click 
OK and then press 'Enter' 
Open the Surface Panel 
and create a new surface 
named Clear, then click 
Apply Copy this object by 
typing 'c' and then open 
the Surface Panel again. 
This time, create a new 
surface called Stone, and 
then click Apply Under 
the Tools menu, click the 
Smooth Scale tool. A 
panel will open asking for 
an offset. Enter -0.1 mm 
here and click OK. The 
entire surface of this ball 
will now be moved inward 
by 1/1 0th of a millimeter. 
Now, paste the copy we 
made into the layer You 
will now have two balls, 
one slightly smaller than 
the other, residing in the 
same layer Each ball has 
its own surface, the small- 
er one called Stone and 
the outer one called Clear. 
This double surface win 
let us create even more 
interesting effects, 

Save this object as 
. SmoothStone.lwo and flip 
back to Layout. Open the 
Objects Panel and cUck 
the Replace Object button 
since we still have our 
gem sitting there. Select 
the SmoothStone we just 
created and then open the 
Surface Panel. We're going 
to create an iridescent 
stone here, similar to a 
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black opal so select the 
surface named Stone and 
change its Surface Color 
to black (0, 0, 0). which 
we'll use as a base color. 
Our other base values will 
be a Diffuse Level of 20% 
and a Specular Level of 
200%. Change the 
Glossiness to Low and 
activate the Color 
Highlights option. Finally, 
activate Smoothing, using 
the default Maximum 
Smoothing Angle of 89 
degrees. 

As this surface stands, it 
is completely black, 
including its highlights, 
making it very uninterest- 
ing. We'll add some points 
of interest by clicking the 
Texture button for the 
Color channel Select the 
Practal Noise Texture Type 
and give it a Texture Size 
of 5 mm. Make this sur- 
face a bright red and 
increase the Frequencies 
to 6. Drop the Contrast to 
0.7 and raise the Small 
Power to 1 .0. A preview 
sample will show a black 
sphere with a speckled 
red highlight. Let's add a 
little more color. fVpe 
Ctrl-c" to copy this tex- 
ture and then click the 
Add New Itexture paste 
the copy in this new layer 
and change the color to a 
bright green. A preview 
sample right now would 
show a green version of 
the last sample because 
our green texture is an 
exact copy of the red one 
and sits right on top of it. 
In order to see the red 
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texture, lower the Texture 
Opacity to 50%. Now a 50- 
50 mix of red and green 
are visible, but this now 
results in a yellow pattern 
because both textures still 
line up. Click the Texture 
Center button and type in 
some random number. 
This will offset the green 
texture so the red one can 
be seen around it. Click 
the Add New Texture but- 
ton once again and type 
'Ctrl-v' to paste another 
copy of the red texture 
here. Change this to a rich 
blue color, and once 
again, give this a random 
Texture Center. Lower the 
Texture Opacity of this 
layer to 50% as well, 
We've Just created a three- 
color fractal pattern that 
will only show up in the 
specular highlights of the 
surface. Click the use 
Tfexture button to close 
this panel. 

Select the surface we 
'. called Clear now. and 
raise its color to pure 
white (255, 255, 255). We'll 
also lower the Diffuse 
Level to 0% and increase 
the Specular Level to 
100%. Increase the 
Glossiness to High and 
raise the Reflectivity to 
20%. Click the Reflections 
Options and set the 
Reflection IVpe to Ray 
Tracing -I- Spherical 
Image and select the 
MetalRefMap.iff image as 
the Reflected image. Since 
this surface is called 
Clear, raise the 
■ftansparency to 100%. 
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Increase the Refractive 
Index to 1.01 (or higher), 
and then activate the 
Smoothing option. 

This just created an outer 
clear coat around the 
Stone surface, which 
allows us to keep a very 
smooth appearance to the 
gem, even if we apply 
bumps to the surface 
inside. Currently, the 
Stone surface has a wide, 
intense, color highlight 
that win now have the 
smaller white highlight of 
the outer surface located 
in its center, lype F9 to 
see the two surfaces inter- 
acting with one another 
(Figure 7). 

\| / We can make this stone 
iV, look even more iridescent 
with the Interference 
shader. First, select the 
Stone surface again, and 
change the name to 
Fractal Opal, then switch 
over to the Objects Panel 
and save the object under 
that same name. Open the 
Surfaces Panel and click 
the Texture button for the 
Color channel and remove 
the three fractal textures. 
Next, raise the base color 
to a medium gray and 
lower the Specularity to 
100%. Click the Advanced 
Options tab and select the 
LW_Interference plug-in. 
We'll just use the values 
as they are, except we'll 
lower the Blend percent- 
age to 20%, Since this 
plug-in modifies the sur- 
face color, our specular 
highlights will be filtered 




Figure 8. Another version of our opal 
this time with a more iridescent appear- 
ar)CB. 




Figure S. Iridescence, as applied 
to this sphere, creates a believ- 
3blB pearl. 
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according to the viewing 
angle. This surface is very 
smooth right now, so what 
we'll see is simply a series 
of spectral bands. What 
we want to do is disturb 
these bands a little. To do 
that, click the Basic 
Parameters tab and click 
the Bump Map button. 
Select the Fractal Bumps 
Texture and give it a size 
of 1 mm. Increase the 
Texture Amplitude to 
100% and the Etequencies 
to 6. 

Since a bump map 
changes the angle of the 
surface normal at each 
pixel in the image, the 
effects of the Interference 
plug-m, or any other plug- 
in that reads the surface 
normal (Fast Presnel, 
Water, Snow, Thin Film, 
etc.), will also be modi- 
fied. A test render will 
show the formerly even- 
spaced color bands are 
now distorted, creating a 
pearlescent looking effect. 
(Figure 8) 

Speaking of pearls, let's 
try our hand at one of 
these. We need to handle 
these a bit different from 
the opal since the diffract- 
ed colors of pearls is actu- 
ally located on the surface 
as opposed to opal, where 
the colors are reflected 
from inside. 

Load the 
. SmoothStone.lwo again 
and select the Stone sur- 
face. The following values 
will create a good base 
pearl color for us. It might 
look a bit dull at first, but 
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Color: 210 210 200 
Luminosity: 0% 
Diffuse: 75-100% 
Specular: 50% 
Color Highlights: On 
Glossiness: 16 (Low) 
Reflectivity: 0% 
Itanspatency: 0% 
Smoothing: On 

Rename this surface as 
Pearl Base, and then 
select the Clear surface. 
Now we'll create our 
pearlescence 
This time, our clear sur- 
• face will be used to add 
color to surface behind it. 
Tb set it up. use the fol- 
lowing settings: 

Color: 210 210 200 
Luminosity: 0% 
Diffuse: 100% 
Specular: 50% 
Color Highlights: On 
Glossiness: 16 (Low) 
Reflectivity: 5% 
Transparency: 100% 
Color Filter: Off 
Refractive Index: 1.01 
Smoothing: On 

For the Reflection 
Options, Set the 
Reflection Type to Ray 
Tracing + Spherical Map 
and select the 
FractalReflections image 
for our Reflection Image. 
Now we'll add the colors, 
. which will use the same 
technique we used for the 
opal. Simply add three 
Fractal Noise color tex- 
tures, just as we did in 
step 13. With the Color 
Highlights activated, all 



Figure W. Many other effects are possible, including this Tiger's Eye, which requires 
no plug-ins at all. 



we'll see of this transpar- 
ent surface is a faint color 
pattern where the specu- 
lar highlight and any 
bright reflections are 
located. We'll finish this 
surface off by clicking the 
Advanced Options tab 
and adding the 
FastFresnel shader Open 
the Shade: 's interface and 
change the Reflectivity 
level to 25% and deacti- 
vate the Transparency 
option. 

Now when we render 
our pearl, we'll get a 
slight coloration applied 
around the highlights 
while the base color 
shows through the rest of 
the surface (Figure 9). 
Also, since both surfaces 
have a Specular Level of 
50%, which is an additive 
attribute, we actually 
have the equivcilent of 
100% specularity. 

Well, that covers a few 
variations on a theme. 
With two specular high- 
lights like this, endless 
effects can be created, 
from pearlescent swirls to 
crystalline sparkles. In 
fact, with a bit of playing, 
virtually any gem type 



can be created, from 
metallic-looking ,, , 
hematite to Tiger's 'Eye 
quartz, complete with 
the "eye" as seen in 
Figure 10. No, Gaffer is 
not requited for that, but 
it doesn't hurt either! 
The secret? That and 
more are revealed in the 
upcoming Lightwave 
Applied. Hey I have to 
save something for the 
book! 



Dave Jerrard is the lead tutorial writer 

for NewTekniques magazine. He is 

one of the authors of the upcoming 

Lightwave Applied ioo<r (Dec. 1j ar}d 

will be teaching three UghtWave 

cwrses at NewTek Expo 1S98. His 

Web site is at wvm.gsidigital.com/dj. 

Be sore to also check out the 
NewTekniques online bonus section 
for more tips. The October/November 
bonus section opens on Nov. 2. The 
UghtWave Applied Web site can be 

reached at 
www.3bvanstBrbooks.com/lightw3ve/ 
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Condnued from page 23 

set Save Project as "Birdies." 
I usually make a habit of sav- 
ing my project file in the 
sartte place as my scene file 
so I can back up the whole 
scene easily. 

Once saved, click Continue 
to return to Particle Storm. 

Now let's set the relation- 
ships between LightWave 
and Particle Storm. The first 
of these is to set the Camera 
settings: 

Position : 
X:Om 
Y:Om 
Z: Om 

Zoom: 2.6667 

And, smce we want the 
camera in Particle Storm to 
move the same way as the 
Layout camera we set: 

Parent: Camera 

If you press the Play button 
under the preview window 
you can see the camera mim- 
icking the camera move from 
Layout. You will also notice 
that there are particles 
buzzing around at the origin. 
Let's fix that. 

Change the Item IVpe Popup 
at the top left to Particle 
Group and set the following 
values: 

Name: Birdies 

Total Particles: 100 

Under the Controllers area 
de-select Death Wish because 



it's not polite to kill off our 
birds. Actually, what Death 
Wish does is set an arbitrary 
life span for each particle. 
This can be good if you v^ant 
to create a recycling effect 
like a fountain out of relative- 
ly few particles. All you have 
to do is set the Death Wish 
time span to kQl the particle 
when it hits the water. It 
would then get in line to be 
launched again. 

1 Moving down the Item TVpe 
i Popup select Drag. To create 
a Drag force on our particles 
click on Create. Set the 
Affected Particles to Birdies 
and make the Drag Strength 
(3.5 N), 

The Drag Strength is the 
force measurement that it 
wil! take to make the parti- 
cles move from their current 
position. 

If you play the preview 
now you will see the particles 
spray out and then hang m 
the air This is because there 
is not a force acting upon the 
particles yet. 

;■ Continuing down the Item 
Type we come to Fountaui 
Emitter. This is the emana- 
tion point of our particles. 
Set the following values: 

Parent: BitdLaunoherNO) 

Initial Speed (min): m/s 

Initial Speed (max): m/s 

Birth Rate: 40 p/s 

Sue: 

X:7 

Y:2 

Z:5 



Now that the emitter is 
behind the camera and there 
are no forces acting on it, the 
particles will never make it by 
the camera. The next few 
steps are going to change 
that. 

\ The Flocking and Swarming 
h Item TVpe lets you create an 
item that the particles are 
drawn to. Generally this is 
used to create flocks of birds 
in the air or bees and the 
like. When doing this, it is 
not a good idea to let the 
particles actually attain their 
goal pohit but always be 
seeking it Therefore, for a 
true swarm or flock the goal 
should always be moving. 
We on the other hand will be 
using them as traps to catch 
our paitioies in a location of 
our choosing. To do this we 
need to make a force strong 
enough to hold them. Create 
a Flocking and Swarming 
force and assign it the fol- 
lowing: 

Affected Particles 

Birdies 

Parent: BirdFlocker_(NO) 

Strength (max): 8 N 

Leave all other values as 
they were. 

Now if you play the scene 
you will see the particles 
making their way to the flock- 
ing point. Currently they 
don't get to the final spot fast 
enough and they don't have 
much character to their 
movement. We fix the speed 
issues by adding another 



flocking point. 

; s'j Click Copy to make another 
flocking point. Change the 
following values to make a 
new flocking point: 

Parent; BiidCatcherJNO) 
Strength (max): 10 N 

We made the Strength of 
this point higher so that the 
particles will stick in place 
when they arrive. 

Check out the Bonus section of 
NewTekniques on the Web at 
www.newtekniques.com/bonus 
for another tip at solving the bor- 
ing linear motion to the particles 
with the addition of some wind. 
Most importantly, take a bow you 
have graduated from LightWave 
201! Prepare for the next year! 

Scott Wheeler is one of three authors 
of the book LightWave 3D Applied, 

which hits bool(stores on Dec. I There 
will be a book sigr^ing at DCC Expo 

INewTek Conference! Dec 2 through 4 

at the Los Angeles Convention Center 
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EATtNG MORE PROFESSIONAL PRODUCTIONS 




Using kQevGl and 

SmomliSliiftiiig tools 

to produce simple 

characief models. 
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Molthe Trade Series 

Smooth Shijting ond Beveling 
To Produce Orgonk Jbopes 

In this tutorial, we will look at the Bevel and Smooth Shifting tools, 
and how they can be used to produce simple character models. 
Although our example is fairly simple to illustrate the methods 
used, these two tools, in combination with simple manipulation tools like Move, 
Drag, and Rotate, can produce very complex models limited only by your imagina- 
tion. So let's get started on making character designs. 



Tools: 



-Bevel 
•Smooth Shifting 



First, make a box like you 
would whenever making a 
MetaNURBS object. NURBS 
are the best way to get 
organic shapes, and the only 
thing you need to know is 
how to moid them, and the 
rest is like sculpting clay 

Bevel the bottom poly of the 
bcx with Inset and Shift set 
to 0'. Move the selected poly 
down and shrink it so it is 
about 3/4 the size it was 
before Now bevel the new 
bottom the same way and 
move it straight down. 

Select the four polys around 
the bottom section of the 



Objects in Online Bonus Section: 

-bevelSS.lwo 
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object, but not the bottom 
face. Smooth Shift them with 
the Offset set to 0. Shrink the 
four polygons, then Smooth 
Shift them again. Enlarge 
them to the size shown in 
Figures. 

lb continue dovm, Bevel the 
bottom poly and move it 
slightly down and make it 
larger. Bevel the bottom 
again and move it straight 
down without resizing it. This 
makes up the pelvic area 
shape. To prepare the leg, 
bevel the bottom, and resize 
it so that it is to the left of its 
original place like in Figure 4. 



i 



Continue Beveling down the 
leg, resizing polys to define 
thicker areas like the knee. 
To make the pant leg look 
like it is overlapping the 
ankle, Bevel the bottom of 
the leg, shrink it, move it into 
the leg, Bevel it again, and 
pull it out. 

lb make the second leg, 
select the entire leg, but not 
any part of the hips. Miiror it 
slightly to the right of the Y- 
axis. Now. switch to the 
wireframe preview. Holding 
the Alt key allowra you to 
rotate the preview. Select 
corresponding points in the 
leg and hip (two at a time). 
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and weld them together 

To reshape the torso, move 
the polys of the larger area 
further down, resize, and 
rotate the polys so that the 
torso is more defined. 

Smooth Shift the top polys of 
the torso and pull them up. 
Next, select the polys where 
the aims will come out. 
Smooth Shift them, then use 
the stretch tool to push them 
out, forming the arms. 

After Beveling and puUing 
out the hand portion of the 
arm, bevel the end poly then 
arrange the corners Wke in 
Figure 9 Bevel the center 
poly again and arrange it so 
that there are four sections to 
Bevel for the fingers. Smooth 
Shift these four to make room 
for the thumb. 

Bevel and pull the thumb out 
'. of the side of the hand. Pull 
each finger out of the top 
where the four separate polys 
are. Shape and refine the 
fingers 

The last thing to do is 
Smooth Shift the top of the 
torso and shrink those polys. 
Smooth Shift them again and 
pull them dovm. To make a 
neck, Smooth Shift them 
again and pull them up. Weld 
points to attach a head. 



As with the majority of objects that will be turned 
into MetaNURBS. it is a good idea to begin with a 
box. This box will form the torso of our character. 
Because we will be using the Bevel and Smooth Shift 
tools to produce mote polygons, it is best to start with 
the smallest number of polys possible. This will give 
us more control later on. Before moving on, we must 
understand exactly how these two tools differ from 
one another 

The Bevel tool takes a polygon and duplicates it 
either in the same spot as the original was, or by pushing it out. 
Either way, you end up with five new polygons 

If you Bevel more than one polygon at once, each individual poly- 
gon gets raised up and separated from the main 
object, like the bottom of the box in Figure 1 . If you 
beveled two polygons, you would end up with two 
humps. That is how Smooth Shifting is different. If 
you were to Smooth Shift two or more polygons, they 
would come away from the main object as a whole. 
We wiU get to Smooth Shifting in a second, but for 
now, just bevel the bottom polygon of our box with 
the Inset and Shift set to 0, Move the selected poly 
down and shrink it to about 3/4 its original size. 
Bevel the new bottom and move it down like m 
Figure 2, 

Now we will have a good example of the difference between 
Bevel and Smooth Shift. Select the four polygons located around the 
bottom section of our object. Be sure you do not 
include the bottom face of the object. If you were to 
Bevel these four polygons, you would get four new 
polys that went in opposite directions if you were to 
resize them. This is solved by Smooth Shifting them. 
Hit Shift+f and set the Offset to 0, then hit enter 
Now you can resize the whole rectangular section. 
Resize it so that it is again about 3/4 its original size. 
Now Smooth Shift the polys again, and make them 
large like in Figure 3, 

If you were to NURB the object now, you would begin to see the 
character taking shape. We have a deformed torso and a belt. We 
will work our way down, and worry about the torso later. For now, 
select the bottom-most poly and Bevel it, move it 
dov/n, and make it a little larger. Bevel it again, and 
move it down again. This gives the pelvic area its 
general shape, so let's prepare "he leg. Bevel the 
very bottom poly of the object, resize it, and move it 
so that it is on the left side of where it used to be. 
Figure 4 shows you where it should be. 

Once the begirming of the leg is established, all 
you have to do is continue to bevel your way down 
the leg, remembering to resize the polys to be larger 
at ihe knee, for example, Tb achieve the rolled up 
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pant leg effect, you must first Bevel the bottom poly, make it smaller, then Bevel 
it once again, but this time go up instead of down, so that you "suck in" the end 
of the leg. Bevel it again, pull it out of the hole you have created, and you should 
be able to continue as you were doing before. Once you have completed the leg, 
rotate the leg out slightly so that boning will be easier. Now mirror it. Here's how: 

Getting the second leg is probably the easiest part of the modeling process. 
Select the leg (be sure not to include any part of the hips) and mirror it on the Y- 
axis. It is a good idea to mirror it slightly to the right of the Y-axis so that welding 
will be easier. Your new ieg should end up somewhere around the location shown 
in Figure 6, Now you m.ust weld the corresponding points on the leg and hips 
together, lb do this, select two points at a time (the corresponding points, of 
course) and press Ctrl+w to weld them together This will allow the object to be 
NURBed properly It helps to use wireframe mode here. 

Once we are finished with the legs, v;e can move on to the torso. First, though, 
note how the object is coming along when we switch to NURB mode in Figure 7, 
This is my personal favorite way to model. Do it in standard mode, then switch to 
NURB mode to see how it looks from time to time. There are instances where this 
will not work very well, like when modeling a head, but that is a different topic. 
So here, we have the torso shaped a little better than before. Just move the 
"shoulder polys" dovm to where the rib cage would be, and resize them slightly to 
make sure that it is proportionate to the body 

Now we have to make the shoulders and actually pull out the arms To do this, 
we need to first Smooth Shift the top polys in our character's torso and move them 
up so that we now have polys on each side that can be Smooth Shifted. Select the 
side polys in the torso that you just made and select the stretch tool (h key)- Now, 
in the Ffece view, place the mouse pointer directly between the shoulder blades. 
Drag the pointer to the right. This will cause the Smooth Shifted polygons to move 
outward and define the arms. Then at the ends, Smooth Shift again, shrink the 
polys, and pull them in like we did to make the pant ends. 

After pulling out the polygon inside the sleeve, the nejct step is creating the 
hand. The end of the arm where the hand will be is a quadrilateral at the moment, 
and we need more polys while maintaining three- or four-sided polys for 
MetaNURBS. The best way to do this is Beveling and Smooth Shifting. First, bevel 
the end polygon and move it over. Then take the corners in Top view and move 
them together slightly so that you end up with Figure 9. Next, Bevel the center 
polygon and respace the corners so that you end up with four segments (place the 
fifth so it is out of the way — we won't need it). 

Now to mode! the fingers. First. Smooth Shift the four sections you made and 
move them out a bit. For the thumb, we can use one of the polys on the side of the 
hand- Just Bevel it out and shape it like the rest. Now do the same to the four poly- 
gons on the edge of the hand. After you reshape the fingers, we can do the same 
as we did with the leg and mirror the hand. Again, select the hand, and mirror it 
slightly to the right of the Y-axis. Then just weld the corresponding points togeth- 
er as we did in Figure 6, Our model is complete with the exception of one thing: 
defining the neck. 

Defining the neck so we can place a head of our choice on the model is very 



Figure 8 
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simple. Simply Smooth Shift the top of 
our model's torso, and puli it up a bit 
while shrinking it slightly. Then, all 
there is to do is to Smooth Shift it and 
move it down. You can also Bevel it 
and pull it up to form a neck, but since 
we had our own head, we chose sim- 
ply to Weld it on instead. 

The steps here are simply a refer- 
ence for techniques involved in char- 
acter modeling. Once you completely 
master Beveling and Smooth Shiftmg, 
there will be very few organic shapes 
that you cannot model. 

Mike Sorice is an epic softwaie group artist. 
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Model Library 



LWO • DXF • 3DS 




Over 550 High Quality 3D models 
for S.4o ^3t^>? 



3you say? 




Tired of paying inflated prices for quality 3D 



models? The epic software group is now offering a 
library of over 500 royalty free 3D models and is 
selling the entire library for what you might 
expect to pay for a single model from the other 
guys! There's more. The 3D models on this two 
CD set come in three file formats: LWO, DXF 
and .3DS. The LightWave/lnspire models are fully 
textured and ready to go. This library also includes 
a handy viewer to preview each model. 



Want Proof? 



How about some I 



Free 



Samples? 



Just point your web browser at: www.3ciinteractive.com. 
You can own this library for only $249.95 plus $19.95 
for shippin g and handling. Order today by calling epic 
software at I 



281-363-3742. 



Circle #214 
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EATING MORE PROFESSIONAL PRODUCTIONS 



Gettinyttis indoor 
light just fiylit. 



BYMIKESORICE 



Took o| the Trade Series 

Indoor lighting Techniques 



When people start working with 3D programs, they generally tend to 
use a large amount of ambient lighting that looks very artificial. No 
matter how complex the models are, they will not look as good as 
they could unless the scene is lit properly. Although ambient lighting is useful out- 
doors, it rarely makes the scene come alive indoors. In this tutorial, we will look at 
some of the aspects of realistic indoor lighting including point iight options, glow 
effects, and image projection with lights. 



Tools 



-Lens Flare 

-Glow Effect 

-Light Projection Images 



Objects in Online Bonus Section 

-window.lwo 
-castle.lwo 




Place the lights so that they 
are in their appropriate place 
in the scene. In other words, 
place the point lights where 
the lamps are, and the spot- 
lights where the window is. 



Give lights 1 through 8 30% 
Intensity and 30% flare inten- 
sity. Refer to the right for 
more detaite. Give one spot- 
light 60% Intensity, and the 
other 100%. 



Find a stained glass texture 
(high resolution) and apply it 



4. 



as an image map onto the 
windowglass surface. Set the 
glow effect to around 10%. 



Position the light with 100% 
Intensity so that it will hit 
the portion of the floor that 
the camera can see clearly 
Give the light the 
dovemap.bmp as a Projection 
Image. Set the Glow Effect to 
100% Intensity, and the 
radius to 13 pixels under the 
Image Processing tab. 
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The first, and most obvious step in setting up the lighting is placing the lights 
in a manner that will replicate the light coining from the lamps and the window. 
For the lamps, it is most effective to use point lights, but for the window, place two 
identical spotlights next to each other. One of the lights will be used as a source 
of light, and the other will be used to project the image of the stained glass onto 
the carpet below. Since spotlights originate from one point, it will supply much 
more realistic lighting than ambient hghtmg. Figure 1 shows where the lights 
were placed in our scene. 

Figure 2 shows the Light panel for light 9, Here is what to do with the rest of 
them: Lights 1 through 8 are the point lights that are located in the lamps 
throughout the room. They have an intensity of 30% and a light-orange color to 
simulate the flames when reflected on the glossy tiled floor. They also have an 
Intensity Fklloff with a maximum range of 15 m. As for their lens flare options, 
they have 30% Flare Intensity, and they have two boxes checked. Central Glow 
and Glow Behind Ob)ects. The two lights neat the window have 100% and 60%. 
They have no Lens Flare, or Intensity Falloff. 

In Figure 3. you see the image that was used as the image map on the window 
and as the projection image for one of the spotlights. Load the window object into 
Modeler, and note that the glass has its own surface. In the Surfaces panel, press 
the "T" next to Surface Color for the windowglass surface. Select Planar Image 
map, go to the box where it says Texture Image, and select load. Locate the 
davemap.bmp, and be sure Z-axis is highlighted. Click on Use Surface, and then 
go to the Advanced Options tab. Set the Glow Effect to about 10%. This wiU make 
the glass look backlit. 

Now go back to the Lights panel. Select the light that has 100% intensity Near 
the bottom of the panel, there will be a pull -down box for a Projection Image, Pull 
it down, and select the window image. Also, notice the positioning of the light in 
Figure 4. It is important to project the Projection Image on the floor in a maimer 
that it is visible to the camera. If the angle is too sharp, the image will be spread 
across the floor and will look deformed. Finally, go to the Effects panel and then 
the Image Processing tab. Click on Enable Glow Effect, and set the intensity to 
100% and the Glow Radius to 12 pixels. 



Michael Sorice is a 3D animator at epic software group, inc. and has written several tutorials on 

Inspire 3D. In addition to the tutorials included in NewTekniques, he has written the majority of 

the tutorials for www.3dinteractive.com. 




Figure 1 




Figure 2 



Prl*>^ fc^ iw t 




Figure 3 




Figure 4 
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Call 800-544-6599 

MONDAY- FRIDAY 9-5:30, CST 

INFORMATION 414-548-8120 • FAX 414-548-8130 

• TECH SlIITORT/RMAs 414-548-8159 .|2-4 PM, Mon-Fri. 




Safe Harbor 
Computers - 

Yoiir#l Source for Digital 
Video, 3D Animation, and 
Miiltiniediii PrcxliicLs. 



Visual Inspirations 



Batch Factory, Amiga 45.99 

Control Tower 2.0 Call 

Corporate Video Backgrounds is a 
collection ol 250 visually stunning, 
royalty-free backgrounds whicli can be 
used In any Mac. Intel, or Amiga-based 
Video Editing Facility... 
Corporate Video Backgrounds. ..39.99 
Decision fVlaker, Amiga 179.00 

Surface Pro provides you with over BQ 
new seamless, image-based surfaces 
that are instantly available through 
Lightwave, No matter what the shape 
or size you'll never see a seamline,,, 
Surface Pro for LW. Amiga/Intel .55.99 




Harness the power of ImageFX with 
Visual FX for ImageFX. Features 
volumes of transitions and Special FX 
templates; can also he used vjith the 
Flyer, VLAB Motion, Draco, and PAR..,, 

Visual FX for ImageFX #2, Amiga .. .89.99 
Visual FX for ImageFX #3. Amiga .. ,89.99 
Visual FX for ImageFX #4, Amiga ...89.99 



tin"- -' 

The Lightwave 3D Plug-in Experts! 

Fraclalizer, DEC 149,00 

Fractalizer. Intel/Mac 129,00 

Lock & Key, Intel 114,99 

LumeToDls Complete set. 
Intel/DEC 649,99 



Edit Bay - Analog video capture card; 

ncludes Video Action Pro 5,0„,725.99 
'Perception RT- A dual 
istream video editing 

system. It is a totally 

integrated hardware 

and softvwre 

system! Call 

Perceptlan A4V Audio Card, ..1149.00 

Perception NTSC PC 1549.00 

Perception Capture Card B09.99 

Perception/Capture Card 
Bundle 2339.99 

Perception Bundle/Video 
Acllon PUR 5.0 2759.00 

Perceptlan Executive Producer ■ This 

value pack includes PVR, Capture Card. 

FX Accelerator. A4V Audio Card and 

Video Action NT 5,0 3975.00 




Pailicle Storm 1.3. Intel 249,00 

Particle Storm 2,0. Intel/Mac Call 

Particle Storm Lite Upgrade. 

Intel/DEC Call 

RealiToDls. DEC 149,00 

RealiTools, Intel 121 ,99 

Shadernian. DEC 149,00 

Shaderman, Intel 125,99 

Stripper. Intel ...,., ..98,99 

Tree Druid, IntelMac/DEC ..169.00 

Thor. Intel/Mac/DEC 11500 



Perception F/X Accelerator ....B25.0D 

Personal TBC IV 829.00 

Personal TBC Plus 1229.00 

Personal V Scope 829.00 

Spark DV-2000, Intel 659.30 

Spark Plus w/o 

Adobe Premiere 625.99 

Spark Plus w/Adolio PremicrE .789.99 




>^ 



WE NEVER CLOSE 



I 
I 



SONY (^Seagate Quantum 

Quantum Viking II 9.1GB Ultra SCSI LW 

Quantum Alias III 9,1G8 Wide 

Seagate ST34520 Narrow/Wide 4,568 Medalist Pro , 
Seagate ST39140 Narrow/Wide 9,1GB Medalist Pro . 
Seagate ST39173 Narrow/Wide 9.1GB Ultra Barracuda.. 

Seagate ST34501 Narrow/Wide 4.5GB Ultra Cheetah 

Seagate ST39102LW 9.1GB Ultra Cheetah 

Seagate ST1ia273 Narrow/Wide IBGB Ultra SCSI Call 

Seagate ST423451 Narrow/Wide 23.4GB Ultra Elite Call 

Siri^ SOT 9000 DAI ISGBlii; ;i, attmQt: lGie,il with the Flyer!). AQGS. 00 






Hi , ig and creating your ovm 
music! ACID allows you to bring your 
own audio samples or work with a 
library of hundreds of cutting edge 
loops in many different instruments 
and musical styles Call 

Loops tor ACID: 

FunkyrtreamslorZ. Signals lor 2, 
Syntonic Generator, Street Beats, 
Native America. Pandora's Box, and 

Uortejual Amplitude , , Call 

ACID pHI- Lovj-cost loop based music 
production tool- Create music like the 

professionals do .Call 

Professional CD Factory Call 

Professional Remix Factorv Call 



CD Architect Call 

Sound Forge 4.5 - New version 
includes an array ol new tools for devel- 
opment of interactive WEB content; save 
files in RealAudio 5.0. NetShow 3.0 or 
Java format. Also includes simplified 
loop editing and new features for 

manipulating rhythmic audio Call 

Sound Forge XP 4.5 - Heighten your 
internet presence and bring your multi- 
media projects alive with dozens ol 
audio effects and processing tools. 
Record, edit and process mono or 

stereo files quickly and easily Call 

Acoustic Mirror - Recreate acoustic 
environments Vviith this signal-process- 
ing tool. Adds rea/ sounds to existing 

recordings Call , on i c 

DirectX Noise 

Reduction Call 

XFX1,2. andS Call 

Soft Encode Call 



ProMix and Render FX are 
excellent software programs 
for the Toasler/Flyer system! 

PtoMIx keeps you from running out of 
audio tracks. Preserve audio levels, 
pans, balance, fades, and timing while 

mixing clips, PfoMii 80,00 

Bring back those neat Toaster tricks 
with Render FX. Transform any Toaster 
effect into a single Flyer dip. 
Render FX , 125.00 




Fire CD is a collection of 
pyrotechnics in a high quality, 
uncompressed, full screen format. 
Add flare to yourv/eb pages, 
videos, 3D animations, and multi- 
media presentations. All this for a 
low price! 42.99 



Flyer Flight Notes is just what you 
need to v/ork your Flyer to its potential. 
This is a must-have tutorial presented 

by a top-notch Flyer expert 35,00 

mien puKiaseO wittt ProMn oi 

Render FX S5 0i' 

Mark Tftompson Videos tor 
Lightwave 3D 

#1 Layout Tips 52.99 

#2 Materials 52.99 

#3 Character Modeling 52.99 



PROWAVE, INC. 




Aussie's Fast Frames 2,0, Amiga ,.75,00 
Co-Pilot Video 1,0, Amiga 89,00 

ICo-PilotAudio 1.0, Amiga 89.00 
Co-Pilot VidDO/Audio 1.0 
J. Bundle Amiga 1/0 m 

i r/lulticam Editor 129.00 
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DER SECURELY ON-LINE 



www.sharbor.com 



iUiiviXTioni/EDiTne/ 

GR/IPtflCS/SOFTWIIRE 



Alter Effects, lntel/IWac..609,99/629 
Animation Master 98. 

InteiyWac 176.99 

Animation toaster 98. 

Networidng Intel/Mac 499.00 

Aura Caii 

BtQwUp & SlHtter For 

LiglilWave 89.99 

Boris FX 3.1 400.00 

BryceSD 175-00 

final Effects Complete liitel/Ws; : , 
Hollywooil F/X 3.0, Intel ....299.00 
Imagine, Intel 319.00 

iispire 

Light ROM Gold 18.00 

Light ROM Vol 6 CO 39.00 

LighlscapeS.I '.]■■ 

MacroForm 2 

Media Studio Pro 5.0 399.99 

MovleWorks 95.99 

Moving Textures 225.99 

Organica 149.00 

Painter 5.0 256.99 

Painter 3D 247.99 

PhotoShop 5.0 608.00 

Posers 179 99 

Premiere, Mac 495.00 

Premiere V5.0, Intel 579.99 

Pyromania I & 2CD BLndle.. 159.99 
Pyromania Pro, Intel/Mac ...21 9.00 
Seamless Textures You Can 

Really Use 95.00 

tru6Space4 Call 

UView2.0 529.99 

UView Shader Plugin 89.99 

Wildtiie Amnj.5 . , , 149 00 

Warlil Construction Set 4.0, 

Intel 645.00 

X-DVE, Amiga 168.00 



^ gmy ^-^ INTinNATION.Vt. 
I ^^-V^ SIIITUARF. 

Reliel - LighiWave plug-infor generat- 
ing landscapes from USGS OEM files or 

Bllmaps ...189.00 

Shuck Wave 1.0 - Lightwave plug-in 

(or controllable stiaking! 38.00 

Logo Wiianl - Slanij-alone application 

10 create logo tly-ins 189 00 

PatliFlnder 3.0 - Platform conversion 
proaram for llgtitWsve 3D 129 00 




Can- 
Motion 2.0 

LlgmWave 
plug-in utility. For control over tne posi- 
lioning and movement ol objecls, 
bones, and light sources. Requires: 

LighiWave 5.0+ 339.00 

Partycles - New plug-in lor Lightwave 
5.0 and upl Do panicle effects easily. 
Full integration, total control ovh 
direction, strength, extinction, and 
recycling of the particles and gravity 
effects. Includes a sirader plug-In to 
change color, and a collision plug-in to 
control the impact of the particles with 
Ohiects 229.00 



U T R I A L 



VIDEO TAPES 

Advanced Features. LighiWave 39.99 

Animation Essentials 39.99 

Aura Initiation 39.99 

Aura Video 25.99 

Digital Cinematography 39.99 

Flyer Advanced Tetiliniques 39.99 

Flyer Essentials 39.99 

Kinemalics & ConltJrtions 39.99 



Lighting & Camera Effects 39.99 

Lightwave 3D 5.5 Essentials 210.99 

Lightwave Lab #1or #2 Characters. .Call 
Lightwave 5.6 Natural Effects ......39.99 

Mastering Modeler 39.99 

Modeling Essentials 39.99 

Organic Modeling & Animation ...39.99 

PhotoShop Essentials 39.99 

Plug-In Power 39.99 

Power MotJeling 39.99 

Pro Flying Logos 39.99 

Steamer - Effects Tutorial -39.99 



Surfacing Essentials 39.99 

Surfacing Techniques 39.99 

Spacecraft Motieling Design 39.99 

Spacecraft Surfacing 39.99 

Video Toaster Essentials 39.99 

BOOKS 

Animating Facial 

Features/Expressions 48,99" f 

3D Creature Workshop 48,99 

Flyer Mastery Guide Vol 2 125,00 



IN STOCK! :^LIGHTWAVE 3D 

^^^^ LighlWai/e 3D 5.6 - Powerful 30 software to put 

ft ^ Y creativity in motion! 

M V 1 Lightwave 3D 5.B Call 

^ ^^tf Lightwave 3D 5.6 w/lnterior Design Collection Call 

^^^ Lightwave 3D Upgrades Call 

Inspire to LighiWave Upgrade.,.,, Call 

Call lor Pricing on 

Toaster and Flyer ^ "'^ 'f" S'=l">o,l3nd ememrr^erii versms 

Compelitive ana Crass Platform Upgrades tool 



St. 




irial ^^^^ 



Tills super cool, 
interactive 
Lightwave tutorial 
provides 
excellent lips, 
info, and great 
entertainment. 

LEN¥CD#1 69.00 

LENYCDIZ Great tips for 
improving character animation in 
Lightwave 5,5 45.00 




U6KTWAVE 
PLUG-INS 

AVI Load 49,00 

Enzyme Shaders 85.99 

Film Grain 129.00 

Fiber Factory 2, Intel/Mac. .129,00 
Humanoid for LightWave.-.140.00 

Motion Designei 359 99 

Motion Pack. Intel/Mac 209.99 

Panicle Type, Intel 79.00 

PoiyganEaler 1-'. .. 

Power Plugins For 

Lightwave 209 99 

Puppet Master, Inlel/IUIac ,299 00 

Relativity Call 

Sparks, Intel 154,99 

Vertileclric, IntBl/DEC 75.99 

Vertltilities. Intel/DEC 99.00 

Wobbler, Intel/Mac 59.00 



TM)-V Is a nev* 
form of texture mapping that 
allovrfs (or perfect mapping with 
nodistonion 259.99 

Genesis lor Lightwave: Visual 
effects plug-in! Features lens 
flares, lightning, gas clouds, space 
effecls, and more! 299.00 

MeshPaint 3D, Intel/ 

Mac/DEC 65,00 




DarkTPee ',- 
Textures 



m^- 



Li:|lilW;ive 
ccnipGtiblc- 
tenure 
creation tool 
lor 3D artists 

aid animalorsfor qyii... i !.■■ 
designing ol high guaiity. matched 
color, greyscale. and bump texture 
maps: ailcv/s flexibility in the design c 
animated natural motions, realistic 
natural materials, new and old man- 
made materials and abstractions. 
DarlTree Textures 297.B 







ImageFX 3.2 

I' w/ClneMorgh 
isthe most complete 
image processing solution you'll 
find for the Amiga. Easy and 
powerful interface; fanfastic 
special effects. ..ImageFX 3.2 

w/CineMorph, Amiga 229.00 

Aladdin 4D 189.00 

ImageFX M0 Aladdin 4D.. 350.00 



Sale Harbor is detlicated to providing Quality digital video, animation 

and multimedia products, tectmical expertise, and courteous, 

personalized service to our customers to maintain our impeccable 

reputation anil total customer satistaelion. 



Temts: PCs accepted from schrals 
and governmenl agencies • Pei^nal 
ctrecks reqjire 7 dj/s !□ clear. ■ 
Detedr/e products replaced 
promptly RMA njmtier requiret] 
(caJi4i4.545.8i59) (Of all 
rnerchandssfi rfiijms Returns 
no! accepted alter 15 flays. 
Petumed products must be in 
niiginal packaging, pastage 
prepaid- Opened software not 
r^lumabfe. S^itppitigctiarge^ 
nol retundabie. Reti^ns subject 
to a 15% fKiocking fee* Not 
responsible lor rypos Pnce 
subject to rJunge 





THE PROFESSIONAL'S SOURCE FOR PHOTO, 



PHOTO -VIDEO -PRO AUDIO 



FOR ORDERS CALL: 

800-947-9938 

212-444-5038 



OR FAX (24 HOURSi: 

800-947-9003 

212-444-5001 



store & Mall Order Hours: 

Sunday 10-S 

Monday thru Thursday 9-7 

Friday 9-1 « Saturday Closed 

On the Web: hKpV/wwtv.bbpbotavideo.com 



THE 



pROFESSIONAi; C 'SJ^r P^^^'pt ' 

IC S O U R C E )iJ anj Pro-Audio Needs 




OUR NEW EXPANDED LOCATION 




FOR A FREE MOHmLY CATAU», CAa SQO^O-^SS, nZ-Ut-^SSS OR WRITE 



VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221 -5743 -212 239-7765 

OR FAX 24 HOURS: 

800 947-2215-212 239-7549 



New Address: 

1 420 Ninth Ave. (Bet. 33rcl & 34th St.) 

New York NX WOO J 




PHOTO -VIDEO -PRO AUDIO 



Panasonic 

Broadcast ^Television Systems 

AG-EZ20 

DV Palmcorder with IEEE1394 DV Interface 

tnnovalive and Tealuie packed. AG-EZ20 is easy lo use v;ilh up lo 90 mintJies of 
recording lime on a slandard bail^ry It tias a sutpnsEngty 'ugged. durable body thai 
IS also compaci and comtortabie to hold, rtiaking it ideal Icr use in the field tor single 
handed news gainenng operation?. Features inciude Photo Shot which is useful for 
creating video phclo albums or insupance tapes As many as 751} pictures can be 
recorded on a 60 i^muie tape. To enhance creativity, the Jens can accommodate set- 
lings whjch include focus, gain, wjhite balancG. shutter speed and backlighting!, 

* Equippiti with Ihe IEEE139j1 DV inlerlace so dubbed reccrU- 
ings Will he clones ot the original, oi dov/nload to yout 
compter where Ihey can tt? edfled. IDV caplure card and 
ihirtf-p^ny sofuvare lequifed). 

• Can record in &otti SP and LP modes loi up lo 1 .5 houfs o1 
recording on a SO-mrnute tape-Aith, no degradation in pic- 
ture or audio quality, SP mode i; provided lor campatibiEEty 
witJi Panasonic s DVC PRO VCRs 

» Digilal Eleclronic imnge Sta&ilizgr prevents jittery video. 
'VariaQie speed 10.1 power zoom lens, plus 100:1 digital 
;oom. Lens can focus up to 1/4-iTiich from Ihe subject. 
» 1 80.000 pixel color vie^/f inder lat reinatkably dear viewing 




Time date stamp 
Willi seconds lo' 

legal and taw reqjiienients like depositions & crime scenes. 
Digital effects include atidio and vicEeo fade, viipe, mu, 
strobe, solarizalior^ and trarl. Also has sepia tone lor an 
antique Iwk and negativS'^posi'tive $o Tilm nggairves can De 
converted in-camera tu viewable piciurss. 
3.3-Inch color LCD monitor (1 31 % more area than a 2 5- 
inch display) rotates 270° vertically and IBO" horizontally, 
so you can moniloT yavi shoots - no matter Ihe angle. 
Full manual conlrol ol loctjs, gain, white « . n A aqq 
balance, shutter speed and backlighting l 299 



AG-EZ1 



3-CCD Digital Video Camconler 




'VariaPle 
speed sti ut- 
ter Irom 
1/60— 
1/6000 ol d 
second 

» Buiit-in 5MPTE 
lime code generaior 

• Digital Phoio-Snct lets — 
you record a sti l-lrame lor six seconds, while audio contin- 
ues as normal. 290 still pictures can he lecorfled on a single 
30-minute tape. TopScan lunction linds any shot easily. 



■ Digitat recording deliuers 500 lines ot horijontaf resolution 
with no noise. [S'N ratio Is 5Aid). 

■10:3 power and 20,1 digitaf zoom lens. Boih 200ms are 
adjustable in tour speeds [3,5-15 sec.) For extreme close- 
ups Ihe lens car; tocus up to \/i' Irom the subject, 

* Two digita! audio moties, choose between twp^channel 16* 
bit steieo recording of Iv/o $els ol 12-bit stereo 

* Huge ' 5" 1 BO.OOO piiei color ^.lewtinder with 400 lines ol 
resoluiion displays all functions on demand 

■ Digital Electronic Image Stabilizer jDElSj compensates lor 
jittery video Particularly effective when Ihe digital zoom is 
employed. 

NEW! AG-EZ30 

World's Smallest 3-CCD Camcorder with IEEE1334 Interface 

The AS-EZ30 combines 3CCDs snd Ihe DV loirmat !o delr^er a level ot picture and 
sound cuality thai makes it one ■of the most advanced camcorders ot its kmd. 
Weighing |ust 1 .5 lbs, this mcrecibly Iightiveight camcorder also incorporates a 
large 2.5'lnch cofor ICO moniloi and has a hosi of sophisiicared ajto luisc- 
tions as v/ell tuil manual control when required, 

■ 3-CCCs (370,000 pixels each) with a large light-colleciirg 
area ^ive Ihe camera high sensitivity arvd vnde dynamic 
range Double -density pixel distfrbution and a sapless 
dichiDC pnsm lurther ensure razor-sharp images and 
extremely faiihtul color reproduction 

* Selectable 2-channel 4B kHi'l6-bil or d-channel 32 khi'ia- 
tjit PCM aitdio recording. 

■ Built-in stereo mic and external mic input as v/ell. 
' 130,030 pinel. 2,5 incli cob: LCD monitor Also has a 0.5- 
inch colQi viev/finder 

* Digital Image Stabtlizer tor clear, shake and jrtter tree sMs. 

* 12X oc'iical ?oom as well as 3tX and 120X digital zoorT\ 
tuncbons. Move from vvide-angle to full zoom in 1.3 sec- 
onds allowing Quick framing v^ile in REG pai^se. 




Offers siK 

digital 

etiects: Wipe. 

Mi». Strobe. 

Gam-Up. 8&W 

and still mode 

Large- diameter locus nng enables a higli leuet of (ocusino 

precision. A Multi-Function Pusfi Dial alipw? easv setting of 

Ihe l6-step jrjs. 5-step gam control |+12dB maximum) and 

U-'Stap shutter (up to V30O0 second). Mic input level can 

also be set in steps t-20.'-lO/0'+3^6 dB), 

Five program AE modes lor shooting in a variety ol different 

conditions. There iS also a fjve-mode white tjaiance Set . 

Fluroescent, Ai;to, Indoor and Outdoor 



Canon 

XL-1 



3-CCD Camcorder 
with Interctiangeable Lens Mount 

With 3'CCDs, exclusive interchangeable XL Lens Mount System, unmatched opti- 
cal tecfinology, SuperRange Image StabilLier. DV and sinullaneous tour channel 
audio recording, the XL-i offers unmatched image duality and shoolmg versatility 



Interchangsabte XL Lens Mount System 

• interctnangeable XL lenses tor unsurpassed Itexipifiiy and 
superior range XL teH'Ses irccrporate the highest quaJiry, 
mult«-coated optics to achieve 600 imes ol resoluiton 

■ In addition lo Ihe standard 16:1 lens, there is >an optional 3X 
v/ide-angie lens, a 1 ,6X extender and an EF to XL adapter 

16:1 Optical ZDom wllh SuperRange Iraage StaUlllzfir 

■ The ;B:1 has a local lenglh laige of 5 5 !o 88mm (35mm 
equivalent ol 39 to 633mm) li otters variable speed zoom, 
manual zoom and manual locus control and has a one-push 
2u!0-focus tJulton and t>uilt-in 1.5X HD filter. 

" Besicfes a g/ro sensor, the SuoerRange Cpticat Image 
Stabilizer uses a motion vector to examine the image after ii 
is received tiy the CCO to detect any shake missed by the 
gyio Oaia is then fed tiack to refine the movement of the 
vari-angle prism resultir^g in Ihs most advanced stabilizahon 
syslfm available today 

Digita] Audio 

'Thre^ dtgiial aurlio modes |1EPilandtwo 12 bit modesj 
and simutianeous recording ol lour separate tracks. You 
can output eac^l signal independently. 

» Audio inpuls v/ith independent Eevel cortrols 

■Optional MA-IOOMic Adapter/Shoulder Pad allows use ot 
tv/o XLR inics and allov/s shculder mounled shooling. 




J-CCDs 

• Ttiree 270.QOQ 
pixel CCDs witfi advanced Pixel Shift tech- 
nology achieves 530 tines ot resolution 

• Large 72 micron CCDs deliver a 4dB improvement in sensi- 
liuily, Vertical smeai is also diamslically reduced. 

Thr«o Racordlng MDdei: 

■ High resolution full motion video (Normal Movie M,Qde) 

• Htgh resolution stop achon images ot mowing subjects 
{Frame Wovie Matis} 

• Perfect stills (Digital Photo Sfodej 

Unique Design & Dual Aclinn Canying Hanfile 

• Irt additon to ttie normal side gripthe l^andle includes an 
additional start/stop svfitch arid zoom tontrol tor dual- 
action shooting. 

AddlllDnal Faaturcs: 

• 180,000-pixel color viewfinder 

■ Zebra pattern and color bar generator 

■ Automatic and manual white balance, gain {five preset lew- 
els (torn -3 to tl2dB) and exposure lock. 

• Composite, SVideo output. DV |[£EE 1334) in/out. Conico! L 

• Digital fader and wide screen TV effect 

• Headphone jack with level adjustment 

• Remote control v;ilh jog/shuttle dial 



L^.',j.'i,n'ijiu..i.'iJi-JYfe/i'.tii,ii^i).i 



DSR-200A 

3>CCD Digital (DVCAM} Camcorder 



Gnm&ining a compact and lightweigiht body vi^ith thie superior picture guali' 
ly of DSP IDigital Signal Pncessmgj and the DVCAM format, the DSH- 
20GA IS the Ideal acquisition too) lor wdeo ioumalists, eveni and wedding 
videographers. stringers and production houses 50n lines of horirontal 
resolution. ^8kHi or 32kHz digital audio, three hour record time, and mini- 
mum illumination of 3 Iuk is onty the begrnning. Oth3f features incljde 
16:9/4,3 capabihry. Steady Shot, high resolution 1-incEt viev/findet. time 
code operation. limeVdate superimpositlon and an IEEE-139't interface lor 
direct digital oulpu!. Oilers full automatic as well as manual control ol 
locus. »ris. gam. v/hite balance and shutter speed 

• Variable servo 1 0X optica' power zoom lens goes from 5.9 
10 59mm m 1,7 lo 2A seconds. The manual zoom rocker is 
continuously vatiabla right up to where the digiul 20X 
zoom kjcks in. 

• Sony's Super Steady Shot reduces high frequency camera 
shake without compromising image quality. SteadyShot 
uses horizontal and vertical motion sensors that allow it to 
work accuralely while zooming, moving (even shooting 
Irom a car), and shooting In low light conditions. 

■ Has digital efiects inciut^ing audio and video lade, overlap 
and Slovf Shutter 

• Automatic and manual focus, ins. shutter, gam and wtiite 
balance, ins is ad|uslabfe in 12 levels from Ft .610 FI1. 
shuner from V4 to 1/10,000 ot a second tn 12 steps, Gain 
lmm-3dB lo*fBctS inSateps 

• Zebra Pailern indicator, hult-in ND lilter. 

• Custom Presel lunction lets you preset, slore and recall 
custom settings for color intenstty. while balance i bluish or 
eddisti), sharpness and Brightness. 

' ilores Pholo. Date/Time. Shutter Speed, ins, Gain and f- 
itop lor easy recall So it you have to rs'ShoQl, you know 
your original settings for every scene and frame. 




Records Drop-'Non-Orop Frame lirre code Time code can 
be read either as FIC lime code or as SMPTE time code 
Has a large 1-inch Bfi,W viewtinder vmh 550 Imes of resciu- 
bon for easy focusing even in low coniiast Ijghiing silua- 
hons. Sef:arate inlormatlon sub paiel displays lime code, 
battery time, tape remaining and ottier camcorder f unctioris 
without cluttering up Ihe viev/linder. 
Records i6-bilV48'<Hz audio on one stereo Irackor 
12-bit/32tHz with two pairs ol stereo tracks (L1/H 1 . 
L2/R21. so you can add slereo music or iiarralioti. 
One-point stereo eleciret condenser mic lor clear stereo 
separation Direcliwily can be selected Irom OV 90' S 120'' 
Automatic & manual (20-slep) audio level record controls 
Monitor audio with headphones or trom tPe LCD panel 
v/hich fias an active VLI meter 
XLR inpur connectors for mics and audio equipment 



DSR-ZQOA Field Package: 
D£R-2DGft Camcorder ■ NPA-IOOfi/B Battery Case Adapter 
3 NP-F930.'B 7,2v dOOO mAH Batlenes 
AC-V900 B AC Adapter. Tuple Bailer^' Crtaig&r 
VCT-U14 Tfjpwt Adaplet • LC-200DCP System Case 



DSR-30 DVCAM Digital VCR 



Ttie DSR-3D is an industrial grade DVCAW VCR that can Be used lor record- 

irg'. playback and ediling. DV standard -4:1.1 sampling digital component 

riicording witti a 5:1 compression ratio provides spectacular picture quality 

and multi-geneiation performance II has a Control L interlace lor edPling 

with other Control L Cased recorders such as the DSR-2D0A DVCAM 

Camcorder or anotlier DSR-30 It also has a continuous auto repeat piay- 

tiick function making it l^eal for kiosks and other point of inf ormailon displays. Other leatures include htgh qjality digital 

aitdio, lEEE-1394 Digital interface and external timer recording The DSR 30 can accept both Mini and Standard DVCAM cas- 

S'jttes for up to 184 minules ol recording lime, and can playback consumer DV tapes as well 




' flecords PCM digilal audio at either 4SkH; (iB-bit 2 chan- 
nel) or at 32kH2 (t2-b!t -s channel) 

'Equipped with Control L the DSR-30 IS capable of SMPTE 
Time Code based accurate editing even v/iihoul an edrt con- 
Irolter Buiti in editing lunctions include assemtjie and sepa- 
rate video and audio insert . 

' By searching lor either an Index point or Photo Daia record- 
ed by the DSR-200A camcorder, the DSR-3D drastically cuts 
the time usualli* required tor ediling. The [)SR-30tan 
record op to 135 index points on tfie Cassette Memorv 
thanks to its 16Kbitscapahiikty. 

I Audio lock ensures audio is lull/ synchronized with ttie 
^■idBo tor absolute precision when doing an fnsert ediL 



' Built-in control tray has a jog'shcittle dial. VCR and edit 
function buttons. The (o^jshuttle dial allows picture search 
al ±1/5 to 15X normal speed and controls not onty the 
DSFl-30 but also a player hooked up through its LANC inter- 
face 

- DV 111,'OlI (IEEE t394) for digilal dubbing of video, audio 
and data ID vifCn no loss in quality. 

■ Analog audio and video input/outputs niake It lully compati- 
ble v/ith non-digital equipment. Playback cumpatibility v^ith 
consumer DV tapes atlows yoii !o work with lootage record- 
ed on consumer-grade equ[pment Tapes recorded in Ihe 
DSR-3Q are also compatible with Sotiy s high-end DVCAM 
VCRs. 



PVM-14N1U/14N2U & 20N1U/20N2U 

13-iiich and 19-iiTch Presentation Monitors 



With high quality perlormance and llexibility. Sony s 
preseniation monitors are ideal for any envi- 
ronment- They use Sony's legendary 
Trinitron CRT artd Beam Current feedback 
Circuit lor high resolubon ol SCO lines as 
',veil as stable color reproduction. They also 
accept worldv/ide video signals, have a built- 
n speaker and are rack mountable The 
PVM-i4WiU/20rjiUaredesigned lor Simple 
picture viev/infl , the PVM-l-irj?U arnJ 20N2U 
idd RGB input and switctiaUe aspect raiio 
Ther Feature: 

■ 500 lines of horrzontal resolution 
■They handle fJTSC. liTEC 4 43. PAL. ano 
SECAW. 




' Picture (cfirome. phase, contrast, brigh".- 
nessj and setup adjustments (volume, 
aspect ratio) a-e displayed as easy-to- 
read on screer menus 

■ Closed captioning 15 available with the 
■-j'tionai BKU-104 Caption Vision Board, 

PVH-14N2U/2ftNZU Ont^: 

■ iL.ist Input Switch) - Cont.ici closure 
remote conlrol allows you to wire £t 
remote lo an existing system so thai Ihs 
monitor's input cars be remotely con- 
trolled to switch between the last previ- 
ously selected input and the current 
input. 

' 4:3.' 18:9 svritdiablt; aspect ralro 



PVM-14M2U/14M4U & 20M2U/20M4U 

tS-incIi and 19-incti Production Monitors 

Sony's best production monitors ever, tfie PVM-M Sertes provide stunning picture quaiily, ease ot use and a range ol opbonai 
tunchons They are identical except that the ■■M4'' models incorporate Sony s state-ol^the art HR Trfnttron CRT display techncl- 
agy and have SMPTE C phosphours instead of P22. 



■ HR Trinitron CRT enables the PVM-3 4M4U and 20M4U to 
display an incredible SOO lines of horizontal resolution. The 
PVrut-14M?U and 20M2U otter 600 lines ol resolution M4 
models also use SMPTE C phosphours for Ihe most critical 
evaluation of any color subject, 

• Dark tint for a higher contrast ratio (black lo while) and 
cfisper. sharper looking edges 

' Each has Iwo composite, S-Video and component input ( 
R-Y/B'V, analog RGB). For more accurate color reproduc- 
tion, the component le-'el can be adjusted according to the 
input syslem. Optional BKM-101C (video) and BKM-102 
(audio) lor SMPTE Z59M serial digital input 



• Bean^ Current Feadback Circuit 

- 4:3/1 6:9 switchable aspect ratio 

• True multi-system monilors they handle lour color system 
signals; NTSC, NTSC 4 43. PAL, and SECAM. 

■ External sync mpul and outptrtcan be set so that it will 
automaiically switch according to the inpul selected 

■ Sv.nlchEble coSoi temp 65O0K (tfoadcasl). 9300K ipteasng 
picture). User preset t3200K to 'QOOOK) 

• Hlue gun, underscan and H/V de'ay capability 

• On-screen menus for momtor aejustmeniyoperalion. 

■ Parallel remote control and Tally via 20-pin connectDr. 



Circle #216 




THE PROFESSIONAL'S SOURCE FOR PHOTO, 




FOR ORDERS CALL: 

aOO-947-9938 

212-444-5038 



OR FAX ['M\\oiM%): 

800-947-9003 

212-444-5001 



MOST ORDERS SHIPPED 
WITHIN 24 HOURS 

OVERNIGHT SERVICE AVAILABLE 

On the Web: hllp://www.bhphatD«ideD.cDm 




UVW-1400A Betacam SP Recorder 

Ifte U\AV-1400A is s non ediling VCR winch tJeliver Beiacim SP niiniiJiy Anti offer lejiurr^ k,i .i wirie range ot playtiach and 
recordpng dppliMli&n^. RGB and RS-P3? ititeifjce nwke it esptcuily iflc.it fcf large screeti, high qujl.ty vitfeo piescnlation. sci- 
ciililic research ^nd !Jit)ita3 video en\/jronments 



Ideally^ suited lor work i;^ compuler environ men Is, because 
HGB spgnals can be converted inio component signals and 
vice versa wilh ninimiUim picture die^radalicn. 
25-pin serial interlace at^ows exlemat computer control ol 
all VCR functrofis based on lime code inloimaiiO)^. Baud 
rate car be setected Irom between 1200 lo 3&,'100 bOS 
' Built-in Time Base StaCuh^er locks sync anfli subcarrier lo an 
external reference signal as well as provides slable pictures. 
Gtjiltin ITC Time Codfi and UB (User Bilaj.rcafler/getieiator 
' ii)uipped with luvo loTiginudina] audio channels. 



■ Auto repeat ol entiie or j specilic portion ol Ihe laps. 

■ 6uiH-i:n character generalar can display VTR status, lime 
Cede, se-l-diagnostic messjges. set-up menu. etc. 

■ Coniiol ot jog. shufile. playback, record, pause, FF ana RPA^ 
with tr^e optional SVFtM-tOOA Remote Conlrol Unit. 

■ CompQS;lc and S-Video as well; as crnnponent via BNCs 
vrfiich art switchable to RGB outf ut The UVW- 1 400A has 
two swii:hable sync connectors and a Sync on Green, 

■ Built-in diagnoslic iLrnclrun and hour meter. 

■ ffliiial sei-iip menu tor pceselitng operational parameters 



UVW-1700G 

Betacam SP Computer Graphics Frame Recorder 

The UVW 1700G has ail Ifie features ol Ihc UVW- t^DOA (except loot swilcli control} plus it adds 
frame accuralc video insert editing capability as welt as RS-^GZ and RS-4?2 inlerlaces. These make ^j 
the JVW-iyotK] Ideal nnl only lor ccnvcntional video program production but also loi animation 
and computer graphics creation, 

Same lealurci as Uib U VW-UDOA PLUS— 
Untquely equipped wiih both RS-232 and RS-'tS? serial ports for 
iersatlfe system inlegration. Botti serial ports aie easily accessed 
^ia the Set-up menu- Built-in timg cods upabilily combined wilh 
sophisticated servo servo system ensures Iranne accurate insert 
cdihng (video only) w\\en connected to compuier-tjased editing sys- 
tems (via HS-232 port) or FlS-422 equipped edit controllers. Ideal 
VCR for animation and computer graphics creation, where trame- 
t'y-lrame edihiifl is indispensable. 

UVW^'IBOO Betacam SP Editing Recorder 




All Ihe leatures ol the UOQA PLUS- 
- optional UVR-&D allows remote TBC adjustment. 
■ RS-422 interface lor editing system expansion 
Two types ot component output; via three BNC ccnnectots 



or a Betacam 12-pin dub connector. 



' frame accurate editing is assured thanks to soptiisticated 
servo control and buili-in lime code operation In ihe msen 
mode ot she UVW-iaoo. video, audio Ch-i/2 and time code 
cam be ir^erted independently or irk any comblinalion. 




GENESIS*^' 



Special Effects and Lens Flare Plug-In for Lightwave 3D and Studio MAX 



Geriesis^^ is a revolulionary special eltects piug-in that 
takes basic properiies ol physics and harnesses them tor use 
ir both still ard animated rendering. Genesis^^ can create 
lens (lares, sparkles, glcws. heat distortions. SO particle 
clouds, gas clouds, explosions, and even flowers Ailh com- 
ptete anraahon conlrol over every aspect ot the etlsct, 
Genesis*"" eliminates the usual limitations ot most compara- 
bfe packages-point tiflht sources nr complex object linking 
are no longer necessary. With Genesis*''* you can Imh any 
riumber ol objects ol any lype. The ppssLbiliiies are limiied 
only by your imagination! And this power has not Seen 
added a) the expense ot program complexity, indeed there 
are no lists ol parameters with cryptic names and wherever 
possible real lime previews are available lo relied the 
cianges being madfi 

For LighlWave 3D (Inlel) S319.ffi 

For Lightwave 3D ( AlphaJ................ $369.95 



Genesis'*''^ incorporates a staggering feature sei wrth 
advanced rendering opllons such as full field rendering on all 
eflects (evan glows, sparkles), analytic anti-aliasing, full ani- 
mation of all effects. Iractal noise, a complelely new abject 
llace ettect ttiat makes separals gloiv/spaiKle/tlare plug-ins a 
Ihmg ol Ihe past,, particle animation that sets a new stan- 
dard, a wonderfully user-orienied interlace with real lime 
feedback at all possible occasions. FULL advantage ol multi- 
processor sysiems {boih in render mg eltects and in user 
mlertace). unlimited layering capability, and blindingly tasi 
performance. Fult binary compati&il.ly ol tiles Between the 
djilereni versions (eg. create and load Genesis^'^ ettccts 
inle>rchangeably between LightWave and Adobe Photoshop) 
and much, much more 



3D SltidiD MAX 

For PhoiQshop (PC or Mac Specify^, 





DISK ARRAYS 

for Mac and Windows NT 

Uiing ATTO PCI Ultra SCSI SCCSlfiratOJ C3rdS and Seagate Utlia SCSI 16-Cil ti3Td drives. Cll 

disk arrays provide high d^ta of up lo 60 MB/sec lo ensure smooth dean video wilhout 

dropped Irames Espeeially designed tor audio and video dppltc3tir:ns. Seaga;e disk dnves 

crrrpioy embedtlerj i^ervo lechnolopy. elirtlirijlirtfl Ihe need for Ihermal recalibralion. CTi dish 

.^rravs are fully tested ler v/jnddws NT artil Power Macintosh systems and are available in 

trjtd and removable contigurations WItti arrays Irom 8GB to 36GB and up lo teOGB when -^ 

daisy chained, CTt delivers the flexibility, perforrttance and retiabrtity at a price you can afferd 

■Plug and Ptay ■ Hoi swappaoie cannister ■ MuthpiE targe powet supplies • Effrctetit cooling and airflow 

■ ATTO RAfQ striping sotTivare for Windows NT or Macintosh • 68-pin active terminators and sapin system cables 

• Pu'sn button SCSI to seieoior ■ All arrays come with a five yeai limited warrattty. 

2 Bay Tower Fiiefl 2 Bay Tower Remnvable 

CTI'SFS S 4GB Array with 1 Seagate Barracuda 4.2GB Ultra CTI-BRS 3.4GB Array wdh 2 Seagate Barracuda 4 ^GB Ultra 

Wide Stives (IST34572W| and Ano Single CtHiiriei SCSI Wide drives (*ST34572W} and AHO Single Channel SCSI 

i-ard (18,2 MB/s sustained transfer rate) 1699.9S card [IB 2 Mfi/s sustained transter rate) 2117.95 

CTI-18FS IS 2GB Array vrith 2 Seagate Barracuda 9 1GB CTl-IBHS IS 2GB Array witfi 2 Seagate Bairacuda 9.tGB 

um Wide dmes (»ET39 1 73W) and AiTO Single Channel IJItia Wide dnwes (f S139173W) xi ATTO Single Channel 

SCSI card 128.2 f.1B,'5 sustained transter ratcl 2115.011 SCSI card (23.2 MB/s sustained trarsler rale) 2S29.K 

4 83V Tnw Removable 4 Bay Towet Retnovable 

CTI-3ERS 36 4 CB Array milh 4 Seagafc Barracuda 9.1GB CTI-72nS 72 8 GB Array imtn 4 Seagate Barracuda 18 2 GB 

Uhra Wide drives ((#ST39173W) and ATTO Single Channel Ultra Wide rlnves (*STt 1 a273W) and ATTO Single Channel 

SCSI card (28 2 I^Bi! susliined transler rate) 4759.95 SCSI card (28 2 lUlB'ssuslaintd Iranster rate) . ,, 7390.95 

CTt-3BRD 35 4GB Array with 4 Seagate Barracuda 91GB CTI-7ZH0 72 3 GB Array with 4 Seagate Barracuda 18.3 GB 

Utlra Wide drives ((*SI39t73W) and ATIO Dual Channel Ultra Wide drives (»STt 1 8273W) and AnO Dual Channel 

SCSI card (39.9 mis sustained transfer rate) 5354.511 SCSI card (39.9 MB/S sustained transfer rate) 7974.95 

CTI'36FI2S 36.4GB Array with 4 Seagate Barracuda 9.1 GB CTl-72fl2S 72. S GB Array with 4 Seagate Barracuda tS 2 GB 

Ullca Wide drives ((fST391 73W) and 2 AITO Single Channel UBta WiSe drives (*STH 6273W) and 2 ATTO Single Channel 

SCSI card (46,4 MB's sustained transfer rate) 511 2. 9S SCSI card (46.4 MB/s sustained transfer rate) . .7732.50 



NewTek 



L'C-HTWAVE 3D 



3D Rendering and Animation Software for Broadcast Graphics 

Lightwave 3D is Ihe easy way lo (:ie;ile \\k mosl soplLi!;ii{:.it(:[i 31) .immaliori imaiiiniitili; lis irtuilive. [lomplcle, essylo-usc 
layuut and modeling sysiem cfeliwcir ttie uStiniate in crc;itivt canirol, not to menlion llexiUility. Unparalfcled lealures tor model 
ing, surlacing. lighting arid ani:mahng a:e right at your lingertips. Raytracing. mohon blur, MetaMation. pnverse hjnematics 
[IK). Bones, field rendering, lens llares. con^ositing - they're all here. And with QpenGL and Quickdraw 3D support you can 
see your creations m real time Add a robust plug-i'n atchiiecture. anc it's no wor^der you find LightWave 3D in iriore 
Hollywood animation suites than any otfref 3D progr^in Lightwave 3D rs available lor almost pUilorm^i Wmdciws 95. 
Windows NT Power Wac, DEC Alpha. SGI and Sun Miciosv^tcms 

LigtilWave 30 &.5 UHfirades Irdm LW 5.0 ta 5.5 

For PC (rritel) 1599.00 From fnlcl 50 449.0D 

For PC tOEC Afpha} 1599,00 From DEC Alpha 5 449.00 

For Macintosh „ 1693.00 From Macintosh 5.0 S49.00 

For SGl.,.„ -.-.-.„ ^499.00 From SGI 5.0 ^ 699.00 



Upgrades trom LW 4.0 to 5.5 

From Intel 4.0 599,00 

From DEC Alpha 4.0 ..59&,00 



INSPIRE 3D 



3D Art and Animation Software for Graphic Artists, Multimedia 
Developers and Weti Designers (For Mac or PC) 

Specilicafly designe j to meet the den^anrt ot the graphics \iio. insprrE 3D is a powerful pro^ranni that lels you add a wtiale ney; 
dimension lo your work by creatmg stunning print tmages, dvnamtc muttimsdia priOiluchons an{j slick web visuals that just 
aren I possilule in 2D. With inspire 3D. yuu can model, animate and render 3D elements in any style and complexity By adding 
texture, motion, ligtilng effects and more, ycur print rnateiial^ viiJl alnosl pop oil the flage. Use the images you creaie as sin- 
gle frame print graphics or as lower resolution animation hies lor multimedia or thg web or chcose from a library ot precreat- 
ed [images And tise the photorealistic or styl^ed animahon images you create lor rcaMime graphics applications, indurSing 
VRML 2Q. lor all kinds of projects 

• Compatible with Pnotoshop, QiiarVLXPress. Illustrator. 
Freehand. Director, and more Create simple or complex 
animalions, Iransform Illustrator tiles into animated 30 
graphics, create kiljer photorealistic 3D or cartoon-style 
images and use pre-crealed or custom modeling 

■Supports 16 imia.geand seven 3D mOdelformats.gr/esyou 
yuur Choice ol outaul with resoluHons up to 8.000 x B.iMH) 

■ Expandable mode!:ng C3pabi!ilie$ and a ton of plug-ins for 
spec!ali;ed lynctions. Featuires lilfe Spline-based modeling 
and MetaNCJRBs let you mold and manipufate objects in 
ways you never could beforen tlien output them as hi-res 
images - fasl. Use Insprire's li&rary of designer images, cre- 
ate your own ■ or trin the two for interactive content, 
games, teaming materials and movie? 

■ OuicKty and easily create Orilijant smgle and composme 
images and animations to design excihng Vieb sites 

• Uses LightWave 3Ds formidable rendenng^ engine to put 
true photorealistic capabilities right on your desktop. Gives 
your 3D images th; edge you re looking for 

Inspire 30 lof Windows 365,00 



♦ Revolutionary modeler lets you create any shape or lorm 
you dream up |ust by clicking nn a lew points Then 
reshape subdivide, clone, modify, repoiiition and control 
any obiect in 24bil color aid view it in real-time 

- Compositing capabilihes let you lo build sophisticated, lay- 
ered images lor prim or animation and combine 3D ele- 
ments v^lh 2D images or n'ultimedia. Vou can also use 
photographs or video witti 3D elements end apply front pro- 
jection mapping to make (he elements accurately cast shad- 
ows against the photo or video image 

♦ Intuitive interface with on-screen tiftoriai get you up and 
runmng last Want the easiest way to composite? Isleed a tip 
on shaidoiving? Cunous abcut surlacing options? The on- 
screen luiOfiai IS an encycfcpetJia reference, teact^er and 
consultant that not only gets you up and tunr^mii quickly, 
but helps you be more productive le^ery time you work. 

♦ Includes a complete library of over T.600 models, otjects 
and other items for you to tse alone oi in 
combination wilh other graphic elements. 

Inspire 30 for Macintosh 385.00 



Adobe AFTER EFFECTS 3.1 

Compositing, Motion Graphics & Special Effects for Mac or Windows 

After Effects 31 provides tnc power and leaures required liy film makers, video producers, ed tors, graphic designers, mi^lti 

media professionals and web developers to produce unlimiled composites, lluid animations and soptiisticaled special eltects. 

Available lor Mac ard Windows. All&r Effects is tightly tnlegraled Ailh the Adobe product lamily, 

so if you work with Psemier. Photoshop, or illustrator, you aiready have the skills, shortcut 

know-how. and t^rflwafe to make Alrer Elfeds a sejmiess, pov/erlul ertenscon of your creatr.-e 

arsenal Turn youf coinpiitter into a motton-qrapbtcs sludio and put avi-e-mspiting action mlo 

your vfork 



S0PHIS1ICATE0 CQMPQSmHG: 

■ Combine digitized materials from any source lo create 
sophisticated composites and traveling mattes using trans- 
parency, complex masks and alpha channels. Animate 
Pholostiop layers and Adobe Illustrator art with direct 

imp on capabilities 

MOTION GRAPHICS: 

■ Position and animate layers with unlimited keyframes and 
sub-pixel accuracy View and edit your spline-based motion 
paths on-screen Ensure super smooth motion at any speed 
with field -rendering and tme motion blur. 



SPECIAL EFFECTS: 

• DsE use plug m effects rang- 
ing Irom precise color cor- 
rection litters to wipes and 
blurs, and even Photoshop 
filters You can also animate 
each effect independently 
ovfj- lime. 

AFFdROABLE QUALITY: 

" GreaJe anylhuig you can imagine Get inpnuaSiiy inoiion 
graphics lot lilm. broadcast or CD ROl\l— m 
at a Iracliof} of the cost of a dedicated system. 




^599 



Artel Boris Effects 3. 



A multi -channel DVE generator, complete with intraframe inierpolalron. matte manipulation, 
and multiple Keylrames, Bons Effects lets ynu to create your own custom moves 00? is stups 
with a keyHrame library of over 150 customuattle etfects including cubes, phctu re- in -picture, 
chroma keying, ttlting.soft edges, masks, tillers and composlling ot unlimited track ot wdeo 
and graphics. Ellecis can be saved or used with different video source clips. Create 3D llyirif) 
logo elleds from PICl tiff, tmmap. VfW and QuickTime hies using an embedded alptu 
channel Other feaiitres include borders and drop shadov^ whicii can be colonzed and mad-j 
sob and translucent, as welP as control over camera posiiion :]nd light source with specular 
highlights Based on a plug-in archileclure. Boris cinsel/ integrates into all of today's popular 
non-imear systems. Once installed, it is easify accessed from their transitions and liltefs 
menu It is nol a haciground application and no ertra memory is required 






' Blur and bevel fillers. 

• Control ol image scale (size), positiioning, depth 
anH opacity. 

• 3D eliects with depth control to Cirejte cubes or slabs 
wi|h up to 6 dillerent videos, pjcts or colors on each nl 
Ttic 6 faces 

For Adobe After Etlecis (Specily Mac or Windows NTJ. 349.95 
For AdobE Premier {Specify Mac or Windows g5/NT| 39500 

For Ufead Heitia Sludio Pro 5.0 395. DD 

For Fasl VM-SlLdio Plus ,„....... .,.„ 395. DD 

For In:svn: Speed Razor. ,.„..,...,.,. 395.00 



' Variable pivot points (or 
uniQue rotation conlrol, 

* Add Veylrameable specular and ambient light to your ellecl 

* Cropping with hill softness control ol Ihe edges and blend 
for really smooth soil wipe liJ^e ol effects 

* inr, [idK a free year ol of^radfls and lull leth supponl 

For Media IDA _.._ _ 549.95 

Fcr Avitf MCXpress NT 549.95 

For Discreet Logic , 749.95 

For Avid Xpress (Macintosh) 749.95 

For Aviil Prtedia Composer....,...,..,., 749.95 



MMnwn »i<nil<<l U» lEicqrt *K I Kt| »M. •* 11 1 1t]. M 7SI In utK iMHlMtr It Fir In, >M NC par (I N. 6 INI HN PMa ■ VMM. Prim m nIM ivbltct to innilln pricn, Ikit mnigtiblt It tna|wliinl wmi. 



VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221-5743-212 239-7765 

OR FAX 24 HOURS: 

800 947-2215-212 239-7549 



New Address: 

420 Ninth Ave. (Bet 33rd & 34tb St.) 

New York NX W001 



mi 



PHOTO -VIDEO -PRO AUDIO 



PVR-2500 

'Perception' Digital Video Recorder 

The Heart of an Advanced 
Digital Audio/Video Workstation 

The P^R-2500 Ofreibguivarful lejluies Iqt acewnit; aiiini^lion. [iiofipiiinu 
and fotoscopmg capabilities, V/ith leatuies like 720 t JSO rescliition, lQ-bJl 2* 
o/ersaTpled video encofling, tJ?tter tha:i Dl scaling, component and S-Vidsc 
oulputs, mu til- processor support gnd iniegraled FAST SCS(-2 conlroHer. ii j 
empowers your computer to nvai Ihe finest professional produclion studins. i 



' Full-lengtn PCI card wit^ iniegraled FAST SCSI-2 cortroHer. 

' Multi-format virlual Iil^ system ensures compfele iniegra- 
tion v/ilh your Wirdov/s WT af^tications. Any acquired 
video or compuler ganeratcd Perception uitfeo clips appea: 
&imuHati^oij&ly in many dillerenl life formats induOing 
TARGA. 561 , BMP and IFF Perception is compatible wilh 
LigtilA'ave 3D, StuQm Max. Soltlmage and <]iher$ 

>■ Perlorms reat-lime interpolation ot 30 Ips video to 2-1 <13S 
film rates or vice veisa- This means that it is also at hone 
on the Hol[yv,ood movie seJ as well. 

>■ OutptJts broadcast quMf 720 » 4B0 resolulion Dynamic 
range is in excess ol Dl scalirj so images are brighter 
haue more color and gtealer spatial resoiulion Iham ever 
belore. Component, composite and S^Vtdeo oulpiils aie 
proviJed ui::i thfi included bieakoiil cables, 

> VCR ccnirol stniplities the l^isk of balch digillzing and 
recording. In this mode, the P^/R-aSOO can read SWPTE 
lime code from (he source deck. 




* includes 
DPS 

Lockstep pliig-in to ptcvide significant conliol: 0'/(?f 3D 
Studio MAX 

" Coupled with llie AD-2500 component udco caplure card. 
the PVR-2500 becomes a broadcast-quility digiial disk 
recorder. II del vers unsurpassed piclLrre quald^, and siof- 
age capacity is hmiled oniy by the si?E'mj:mber ol atTached 
SCSI rrard drivis, 

• The AD-2500 t-as component, composite and S-Videp 
inputs for foal-Iifne tectirding Captured video can also be 
exported as sequential RGB files for rctoscoping and other 
compositing applications 

■ When used wiiti ihe AD-2500 capture card, a soured card. 
editing sullwaie & one or more SCSI drives, Hie PVR-2500 
becomes a non- fmear editor of unparalied perlormance - 
an ant^eaiable price. 
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PINNACLE 

S T 5 T I H J 



GENtEl^UJS 



Post-Production System on a Single PCI Card 

Based on Pinnacle's EMf^V award-v/mning special eJfecis technology. GeniePlus is a complete desktop post-produciion sys- 
tem Ihjt induces a 3-0 DVE's^Mtcher. advanced character generator, fast still-sloie and a dynamic paint sjsiem - al a price 
you can afford. Equjppei3 v^ith an incredible arra/ of teatures on a single PCI card, GenEePFus lets you create your o^vn stun- 
ning effects, including page turns, water ripples and spfisres v/ilh uiicom promised d 2:2 digital qjality, The lull-functicn 3-Cl 
DVE prcvide's ullra-smootn motion, and no breakup (pu-elabon) v;hen pictures afe sized or rotated. You'll be able to create 
eicitirtg warp ellects v/ilh iigtiting, trails, shadows and borders tastfr and easier tnan ever before. 



-•^ DC-30 plus 

ItlllO PCI Capture Card for Windows 95/NT 



The DC30 pins iels yoij capture edit, add special effects or Idles lo your vidso. mix 
CD-quality audjo. and then output the tinai: col lo video tape. The DC-30 plus also 
offers 'ast plug and play installation and easy to use software so ^ouTI bi producmg 
studio quality video in mnulES, It even analyzes your system and automatically contig 
ures ilseH lu provide the oplrmLm video quaUfy. 

• The DC-30 is a PCi Bus mastering card that delivers a 61^3 
per second sustained video data iransler rale lor high 
fluatity video capture, PCI Bus masleiing ensures CPL bol- 
tlenecks don t impede (he performance ol Ihe PCI bus. 
thereby limiting the reachable video transfer data raie, 

■ 2AA compression ratio (adjustabfe up to 32:1). A lov.er 
compressiom ralio means a better final video image quality. 
Compression ratios under 4.1 are considered to be "hioad- 
cast iiuality ■■ 

* Real-time video o-i-erlay displays the video in real-hme on 
the computer monitor during capture and video editing 
process el^immatlng ihe need lor an external video monitor 

' Full IITSC. PAL, SECAM. PAL M lor worldwide 
compatibility 




Audio and video cap- 
ture is synchronized 
to achieve perfect lip- 
sync. {Capture Ironi 
fi-&i| mono U-iHi lo 
t6-bit stereo 44 ikHz 
Hardware acceleraiion 
ol Adobe Premiere pro'i^ides 

almost inslanl display ol video thumbnails" m rhe construc- 
tion windov/ (under one second) Acceleration also reduces 
the bme lo create previews' and linal video dtp with make 
movie ' 

Bundled with Adobe Premiere 4.2 lull vsrsion, Phoioshop 
3.03 LE and Asymehrx 3Dj'FX animatJon sollware. 



DC-30 jT/i/s for Windows ,, , .,...„„ ,.. 769.00 

NEW! DC-50 Same as DC-3D ptuswilh component in/oul..... ,„... ...,„_..... „..„..... 1699.00 



Mtro DC'3D p/uf Turnkey Systam: 

• 220-watt inidlQV/er case ■ Pentium 233 fJ\tii MMX processor • PCI moihetboard v/ith 512K cache 

• Diamond Ste3lth 3D 3000 -IMB DftAM PC! display card - &4MB ol RAM ■ Qujnium 3 2 GO IDE system drive 

• Seagate (Barracuda) 9GB SCSI-2 FAST/Ultra-ivide hard drive • Adaplec AHA-2940UW FASTAVide SCSI-2 controller 

• 3-5 ' lloppy drive * Teac CD-532E 32X EIOE inteiniil CD-ROM drjvi> • Altec-Unsing ACS-43 2-piece speaker sysl&m 

• Focus 2Q01A keyboard -Micfasod MS mouse 'Viev-rsanicG??! 17-inch 1280 X 1024 SVGA monitor 

• Windows 95 * Miro DC-3Qpto video/audio capture card • Adobe Preniisre 4 2 (lull version) edilmg soUv/are, 
Adobe Photoshop 3.05 LE imaging softv/are and Assymelrix 3-D F.'X animahon soltvjare . - S349S.0D 



DV-300 IEEE 1394 Digital Video Capture Card 

« ngiiat videa capture editing, and playback solution lor Wir^dokvs 95'NT and MacDS . the DV-300 i$ Buil: .if ound an mtuiiive 
softV(£re application thai offers frame -ace urate DV camera control, uncompiamised image quality, and the ability lo inleiligenlly 
search digiial videotapes for indivrdual scenes Addillonally, the DV300 dillerentvates rlself by providing a buijt-m SCSI port tor 
connection to h(gh speed drives 



DV-: 

• PCI board with bus mastering interface 

• Includes 1394 catile 
" One interna] and tv/o external OV conneciiuns 

DV-300 

D^lTools automalicaily scans tlie DV lape and fjnds 
scene in and out points The Camera Controller allov/s 
lor previev/ing beloie down loading any data Scene 
locations with timecode are organtred in the drag-and- 
diap Capture Gallery. Scenes can be trimmed so only 
Ihe video you want is caplu red saving you valuable 
hard drive space. 

Once yoii have arranged the scenes lo edit. DVTools 
■.viti aulomaiically cue the camera and capture thpm 



300 Hardware: 

* Bundled with Adoha Premiere 4.2 UE 

* Converi your QV dnia for edihng v/ith other miroVlDEO 
ediUng adapters (e.g miroMDTION DC30. DC30 plus-l 

DVTools Software: 

Segments can be arranged lor a cuts only produclion. or loaded 
into Premiere lor etiects and Iransitions. mirolSSTANT DV, a ptug- 
in for Premiere renders onh/ ellecls and transitions, saving up to 
bfy^r, of yQOT hard drive space by not re-rendenng llie video clips. 
The video and ihe efffCl segments are then stored as individual 
video tiles When production is finished, oulput to the camera 
through the lEEEt394 link, From Premiere. mirol^JSTAMT DV aulo- 
malically prinls files tack to tape in one pass, overcoming the 2 GB 
movie si?e limitalion. 
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DV Master 



Unlike software -based DV systems that can be as slow as six times real-time. DV Master incorporates 

Sony's OVBK-t DV hard'.vare CoDec lo guarantee fossiess transmission at top speed. With jtjst one 

rable you can transler video, sound and machine control signals in real-time. Also aliov/s Ihe 

rhsplay ol live video during "capiure", as v/eli as at any time during (he edittr^g process. Vou 

ran scrub In or tnm Ihe limellne. and then prevte^v it in real-time at lull-screen, lull-motion 

en your video or computer monilar 

Anotiier advansage ol having the Sony DVBK-1 on ne board, is that it allows ine DV 

Master lo act as a real-time video Iranscodei. Usmg the supplied break-out bai, 

you can simultaneously convert anaiag composite. S-Video and component n*o 

digital and vice ^ersa. This is idea! lor arcfJiving analog footage onto digiial as well as for ' 

mficing analog and digital ^ootage when editing It a'so allcvs you to transfer edited digital 

footage directly to S-VHS Of Beiacam SP without having to first go back to tfie camera 

aundlsd Scftware: 

Include^j Sonic Foundry Sound Forge audio erJiting sollware, and a choice ol edrtiny software: Ulead MediaSludto Pro 5.D, lull 

version of Adobe Premier 4,2 or special version ot in:svnc Speed Razor MACH 4, 




^nnopus DVI7ex-M1 

The Complete DV Digital Video Editing System 

The OVflejt-Ml is a hardware and software buncle that offers a compSeie solution for capture, 

outpulandeditmgof DV [Digital Video) signals. Equipped wilh Sony's DVBK-1 hard^reOV 

codec, a breakout box and ULead's Med-a Studio Pro 5.0, the DVRe>:-MI provides 

time capture and output ol DV signals tromyoui camera or VCR via Ihe IEEE 1394 

port, or converts any analog video and audio to DV The system also includes Rex 

Edit soflware so you can control your DV camera or deck, batch capture video 

and audio, add new audio tracks and scrub in real-tiniie. DV editing t\as nev^r 

been so fast, easy and flaxiblel 

Hardware Fsatures: 




■ 'ri\Qh quality, scalable video windows displays real-time, 
full-screen video during capture, editing and oulpuL 

* During analog capture and oulpul. video characteristics like 
brightness, contrast, sa;uration etc can be martally set. 

* When incorporating ellects. an opliml;ed hardwared DV 
codec culs rendering time up to 2b%. 

Rbx Edit Software Faoturas 
Manuat and BalEh Capture: 

* Capture up to 20 minutes (4QB) into 
one AVI trie 

* Seamlessly capture long DV seg- 
ments in one pass (ove* 20 minutes) 

* Capture audio from single of multiple 
DV channels If desired 

* Frame accurate camera conlrol v;hen 
defimnfl a batch lisl of video clips 

* When balch capiunng. camera auto- 
matically seeks to dips 

- Batch clips can be stored in oriie or 
multiple AVI tiles 



• Unique DV breakout bo< can be used either externalty or 
internal m a 5'\fA" dnve bay The bo* features composde 
and S-Video inpul'outpul, DV mput/outpul and analog 
stereo inpuLoulput With the optional ^2 module it can 
also ouipul component video signats and InpuL'output dis- 
tal audid signals {RCA and opiicai). 



Ediling: 
Easylo use drag-and-drop interlace 
with audio and video timeline 
Manually scrub ihrough trie timeline 
using a \1icrosolt InleliiMouse 
Reartime video insert and audio 
scrubbing 

Video can be oulput direcily irom ihe 
limeiine with seamless playback 
Works togelher with ULead s 
MediaSludio Pro 5,Q ibundlec v/ilh 
OVReK-fvIl ) for effects and Id ing 



Mulll-Channel Audia Input and Output 
wim Mixing: 

• Capture and output native DV multi^ 
channel audio 

• Audio IS perfectly synced with video 
during production and output 

• Overcomes AVI single channel limita- 
lions with real-time audio mixing 

• MuHI-channel audio requires no ren- 
dering for reai-hfne adjustment and 
output 



#'13ruevision/4 

TARGA 1 000/MCXpress 

Professional Video Production Worlfstation 

ncotcoratmg ttie aivard-.;iTintng TARGA 1 000 video card and A:>d MCXjiiess NT non-!inear eoiting softwaie. ihis iLlly-contig- 
jred workslabon meets ine needs of produchon piotessionais corporate communicators, educalors and Inlernet authors. 

TARGA 1000 Features: 

The TAflGA 10QQ delivers high processing speed for ujrieo and audio effects, titling and compositing. Capture, edit and play- 
oack fuil-molion. fulhresolution 60 lields psr second digital video with fully synchronized CD-qLraiily audio. 



' Compression can t>e adjusted on the lly lo optimize for 
image quality and,''or minimum storage space. Has compos- 
ite and S-video inputs^outputs. Also available with compo- 
nenl input'output (TAflGA 1QO0 PRO) 



• Genlock using separate sync Input for working in profes- 
sional video suites 

* Audio IS digitii&d at 44 1 KH; or 48KHz sampling rates, for 
professional qjahty stereo sound. Delivers perfectly syn- 
chronised audio and video. 



MCXpress Features: 

The Ideal tool for video and muiiimedia prodt^cers who require prediclatiio project throughput a^id h gh-guality results when 
creating video and digital media lor training, pro motional/ marketing malenal. local lele«.ision and cal)le commercials. CD-ROIil 
and Inlernet/inlrancl distribution. Based on Avid's mduslry-leading lechnology, It combines a robust editing functionality vjWt a 
siieamlinefl interface. Offers integration with Ihird-patly Windows agphcalions, prolessionaj ediling features, powerlul media 
management, title tool and a plug-in effects archilscture. It also features multiple output options incitiding so you save time 
and money by reusing media assets across a range of video and multimedia proiecls 



TARGA 1000/MCXpress Turnkey Systems: 



• 3D0-vvan. 6.B.SV Full lov,ef ATX Chassis 

• Penlum ATX MdhertMrd mm 512K Cache 

• Penhum II- 300 MHz Ptocessoi 

• Matro< Millenium li AGP -IMB WRAM Displly Card 
•61MB 10ns 163-Pin (DIMM) S-DRAM 

■ QuanttJin Fiieball S.IGB IDE System Drive 

• Seagate Bairjcuda E»1eina[ 9.1G6 SCSI-3 UlltJ Wide Caplyte Drive 

• ADaptec AHA-28-S0L(W Ullra Wide SCSI -3 Conlroller Card 

• Teac CO-532e 32X EIDE Internal CD-HOM Drue • 3.5" Flippy Drive 

• Altec-Lansing ACS--18 3-Piece DelLixe Speaker Syslertr 

• ViewSonic G771 17-inch (1280 x 1 024) Monilw (0 27mni del pilch) 

• Focus 2001A Keypoaitl • Mlcrosotl MS Mcus£ 

• Windows NT -1.0 Opeiatino System Soltv-'are 

• Avid MCXpiess tof Windnv;s NT 

• Tiuevision TARGA 1000 or IDOO Pio Video Capture Card 

Wilh TftflGA IMP $5995.00 

Wilh TARGA tOGO Pro IcompsnenllnpuUDulfiut) Sa495.O0 




SEVEK DAY CUSTOMER SATISFACTION SUARAIITEE 
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LIGHT-ROM 6 is a 4 CD-ROM set featuring an all new Lightwave —iJ ^i/J J ""J i VJyJ Jl> UJ jJJLs. 

^ collection including Dean Scott's incredible ABomb scene file. i i i i j , i._> 

3UNDLES (12 CD'm} for ^79^ pius*7^sMpptngt 



:j 




J%J3on(i.lb & other's toy 13ea-M. Scot?t — '«irBin«r.tli?.coMa./''<lscot-t 




:^y IKIicIi.a.el IBer^/Yan^aj 



iJi.coi:i:x 











J'ajncii.Cope/'wnarMr.d.estinyliitxa.ges.corin. 
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.Ajjfcya.f t toy X^oirein. Sliayy 




wwwJightram.com 



ORDERS ONLY 1«800*265*4041 

VOICE /FAX - 502-363-2986 - Shippms is $4.95 for U.S. & Canada - $6.95 International / C.O.D. $4.50 Extra 

GRARHiC DETAIL 



^^^^g 



GRAPHIC DETAIL INC. « 4556 SOUTH 3RD ST. * LOUISVILLE, KY 4Q214 * USA 

"LIGHT-ROM" Is a trademark of Graphic Detail Inc. All olher trademarks are the properties ol their respective companies. 
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CLUB TOASTER YEAR 3 - ALL NEW - 10 CDS - NO WAITING 
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IW/^KE SURE YO'iIr I^R^DDCTIONS ARE UP TO SPEED. 
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ALITYGRAP 
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BRK-eeNTRIBUTED'BY^UR R 



WilliflilflsperWinflos-'liitiliis" 

SoltuiarcliglilWaveJQi.S.PteshDpS.O 

DesciipliDn: Itiis example iJemonslfates an uoderivaler ligliting ellecl On 
the li [St pass. Ilie undervialei sliadoivs are [(EatBd ii sMning 3 spol- 
itsouiteliifouglianiiliJEthvilliariminiclipffljpsiiifsce IheSau- 
s is mimi lAlptia) lo supeiimpose it am ttie ami pass. In Ihe 
second pass. Ciufnples surface is useil lor llie mw surlace. 

emai!:ivjivinafls@apl(.n 

Fhaoe:2IG'241-l 



SUBMISSION 
iniFORMATIOni: 



fyDuhaveaniisageyou 
would like consirlereij far 
publication in HewJelaiiqaes 
magaiine. save it as a TIF 
DrJPGfileandiiiailitto: 




Software: ligfctWave 3D 5.0, Pbolosliop 

Description: lliis is a Samurai cliaractcr 
Icrealcdliasedonliisloricalijfaw- 
ings. ilwasnodeieij andrenrJeredii 
li'gffla»e30 5.D.TIiEleKtweswere 
[;reateri 

email: [lnDrttr@lin8».coiii 

Plmne:415-Z56I2B4 



ErwinGomezlflles- 

Iflinpire" 

■^ Software: LigtrtWaw 3D 6.5, P 

Bscripiinn: this image is pan of short film "ff 
Sipan,"t!ase[linMoclieicr)irograptry. 

email: egoDiei@i:teuna.[l 
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Amiga Service Center 



^«'«= Hardware & Software; 

(619) 589-9455 Phase V Power Up 
pgjj. Graphic and 

(619) 589-5230 jbCs and Genlocks 
Lightwave plug-ins 



Email: 
tlivel.v@conneclnct.com 



v*^ 



Lightwave tutorials 
LAN & Internet sw 
JAZ & DAT 
removable media 
CD-Rom Writers 
A4000T and A1 200s 
Multi-platform 
networking 
23 GB drives 

ALPHA RENDERING 
http://www.iworks.com/tlc/ 



The Lively 
Computer 

8314 Parkway Dr., 
La Mesa, CA 
91942 



NONLINEAR EDITING 





NewTek 

AUTHORIZED 
TRAINING CENTER 



EXCHANGE 

SJ^.ic7rs:J:Q^^: training 

Register now for Animation 
Career Training Classes in the 
San Francisco Bay Area! 

■ Full Time & Part Time 
m Corporate Training 

■ Intern Program 

■ Youth Program 



www.exchange3d.com 

999 E. Stanley Blvd. Suite B 
Livermore, CA 94550 

(925) 371 -4500 
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IS. Computers 
& Video 

818-760-4445 www.vgn.com 

11300 Harlland Street North Hollywood CA 91605 

N=wT=K 

flYer ' 

LIGHTWAVE~3D 

T.S. Computers has been 
addressing the needs of video 
professionals and animators for 
over fifteen years. We are a full- 
service dealer, and our 
professional staff looks forward 
to providing you with the tools 
you need to get the job done! 

AMIGA ^^ 



TTUli 

VIDEO RECORDER 



VIDEO TOASTER 

& FLYER SYSTEMS 

BUY -SELL -TRADE 

New and Used 

AMIGA COMPUTERS 

Amiga Parts & Repairs 



New DV Products ! 

Canon DV Cameras 

Radius & Fast DV Editing 

Custom NT DV Workstations 



FREE video accessory & bulk 
videotape catalog available 

Ph.610-372-1010 

Fax 610-378-9606 
E-mail econnect@ptd.net 

Call, Fax, or E-mail us with 

your list of items to sell, 

trade, or purchase 



www.electronicconnectton.com 



ELECTRONIC CONNECTION 

635 Penn. Avenue 

West Reading, PA 19611 

"Our 15th Year in Business" 



(J^a_ 
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VlDEQtlMK INC. ^ 
^^AfTek Inc. 

NewTek 

Welcomes the Toronto School Board 

to the Lightwave 3D family. With the 

recent purchase of 45 seats of LW 5.6, 

they join a growing number of 

Educational and Government facilities 

using NewTek products. Lightwave is 

the #1 software for 3D design and 

animation used by professionals 

working in Film, T.V.,Web and Game 

design. Toronto School Board joins 

U. of T., York, Queens, Ryerson, 

NBCC, University of N. B. and many 

more. Welcome to the Family! 



D . r r^ 3 D 
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Toronto: 1-416-690-1690 

Toll Free: 1-800-567-8481 

Web: www.videolink.ca 
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Atlanta, Georgia 



Video Workstations 
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Media 100 

Lightwave 3D 

TRY BEFORE YOU BUY! 

ACS Computer & Video Specializes in computer 

based video systems sales, service and support. 

Chjr technicians have been in the business for 

years and have hands-on knowledge in all 

aspects of Amiga, Macintosh and PC based 

editing systems. We build custom graphics and 

video WfOrkstations and provide training in the 

use of all software we carry, including Newtek 

Lightwave 3D, Adobe Photoshop and Adobe 

AfterEffects, Trinity, Media 100 and Flyer suites 

are always available for demo. 
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Repairs and upgrades 
on all Amigas 

Ail components in stock and available for 
exchange. Leaner Toasters available! 



Amitrace Computer Systems 

ACS Computer & video 

5344 Jimmy Carter Blvd. Norcross, GA 30093 



Ph: (770)263-9190 
Fax: (770)263-7852 



Toll Free: 

1-800-962-4489 

(orders only) 
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AURA is Here! 

$100 off Aura 1.0 for registered 
Lightwave 5.S owners! 

fiHijtfeK.> >iii Jift Ban Jia 

All tiro tools you need: I Ll TO 

U«hitvy3ve «.e, Aura 1.0. LMUIJUe J . | 
Film Grain & Motion Pack & »^ 

Callforprices. ISpifE if 

aniaiatiiMi sysi«SDS 
30 Plugios 

VIDKO CARDS 



Calilwf 



smi 



MIPS boolta-tapes-CD's '*^ 

A-Tuga 

WIIi9B/!IT 

P=»-r MAC ToliFree: 1-B00-5fi7.Bjai 

DtC Alpha Toronto: 1-416-690.3301 

Siliccti GrAph-^5 ^^b: ¥n«w.videolink.ca 

NewTekCerTtre for Canada ^ 
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Custom MODELING 

ViSUALiZATlOl)! 
3D MQDE^ / Ji 




RECON3D' 

3D OBJECT COLLECTION 



~ Ill 



TO ORDER 

CALL TOLL FREE .1 

1- 877- REC0N30 

Aft Recon (r>c. 

E-mail: info@artrecoii.cani 
Tel:403-289-2454 Fax:403-289-2050 
Calgary, Canada 
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^ Fast, Easy > 

Lip- Synching 

for Lifjhhvave and Inspire 3D 
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^USED AMIGA EQUIPMENT^ 
FOR SALE 

• 4000-040 desl<top's S850 

. PAR cards S525: TBC-lVs S525 

• Toasters S350 up: Flyers S2195 

• SunrizeAD516cardsS495 

. 3000's S245 up; 30001-040 S750 

• 20Q0s/accelerators/tower l<its 

• 1200s S260 

BUY/SELL USED/NEW 
AMIGA SYSTEMS 

WE REPAIR ALL AMIGAS 
//ARD/>RI\ ERS CO. 

407-636-3393 hrgreen@worldnet.att,net 



Circle #230 

Fill out the subscription card 
in this issue, or call 
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Video logy, Inc. 



■Serving the profe ssional video and 
computer graphics marketplace. 

Sales, Service and support for; 

NewTek 

LightWave 3D. Toaster, Flyer * 

Amiga* 

Cairera Workstations 

Intel Workstations 

DataDirect Video Storage 

for Media 100, MCXpresi. I'ostBox. etc 

LET'S TALK! 

(800)411-3332 
V ideology (gisnet.net 

■ Compleif Flvt-r NLb sysit-itis with oiii- htjur n| vjdeit 
storage kiT under SJ^.OLK) 
■* -New Amiea aiming with five 
times ibfn spewJ iif PeniEium 11 
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For Rates and 
Information, 



LUANNE RAO 

(212)490-7261 



DVS-Directi 800-379-7267 

%S%7f's7i''-/f!i!S^ "mv f?i^7? i^" y'o"'" O/recf Source for Desktop Video 

To Your Toaster System 



PH 814 371 5640 

ADDA 



FAX S14 371 2033 



DVS Direct is Your #1 Source for All Video Toaster and 

Flyer Products . We use the Flyer and understand the 

needs of the Video Production Professional . 

DVS Direct is a Full Service Newtek Authorized Dealer. 



4, 9, 23 GB Video Drives 



NEW 

Lower Prices 

On Toaster /Flyer 

Turnkey Systems 

Call for Details 




Snapshot for 

Newtek's Video 

Toaster and 

Flyer 

Only $60.95 

Snapshot automates the task of grabbing still photos to 
Toaster Framestores or Flyer stills and Includes a GPI 
foot control. Snapshot Is perfectly suited for the wedding 
and event producer needing to digitize large numbers of 
photographs quickly and easily. The foot controller allows 
the user to keep their hands free to operate the camera 
and handle the photos. The user need not touch the 
keyboard or mouse until done with the digitizing process. 
Snapshot automatically names the stills or framestores In 
the order they are grabbed. This allows the user to grab a 
large number of pictures in the order needed and then 
move them quickly Into a project. Snapshot now works 
with all versions of Toaster Software. Requires Arexx . 
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Winning Isn't [verything 

If You Soy It Over and Over You lust Might Believe It 

A few short days ago, I had the privilege of attend - 
ing the 50th Annual Ennmy Awards. No, it was- 
n't the big prime-time Emmy Awards you see 
on TV; this was the "Creative Arts Awards," or more popular- 
ly known (at least in Hollywood) as the Technical Emmy 
Awards, On this night, the accomplishments of behind-the- 
scenes folks are acknowledged. The honors go to cate- 
gories such as "Best Editing," "Best Sound Design," "Best 
Dry Weather Groundakeeping Near A Television Studio" and 

last, but not ieast, "Best Visual Effects." 

few! This is great news, since ii 



A good sign for us is tfiat all the 
nominated programs used digital 
technology to create their 
outstanding achievements: "Star 
Trek: Deep Space Nine:" 
"Staigate: SG-1;" "Suddenly 
Susan" (Brooke Shields was 
placed into old movies a la Forrest 
Gump): "Yo Yo Ma; Inspired by 
Bach" (the acclaimed cellist 
played inside a computer-gener- 
ated medieval castle): and last, 
but not least, "Star Trek: Voyager " 

It certainly is a sign of the 
times when sitcoms and classical 
musicians have a stake in visual 
effects. The practicality of com- 
puter graphics is definitely having 
a creative impact in the least like- 
ly of places; the technology to let 
your imagination run wild is no 
longer in the hands of a select 



means that everyone reading this 
can rest assured that there are 
stil! plenty of jobs waiting for 
them in Hollywood- Who knows? 
Maybe one day you'll get nomi- 
nated for an Emmy — just like me! 

And maybe the science-fiction 
program you bust your ass creat- 
ing stunning visuals for will lose 
to, . .well, let me tell you the story 

Now. faithful readers, don't 
assume that I v^ent to the awards 
ceremony with an enormous ego 
convinced Chat we were going to 
win. In all sincerity I believed the 
Emmy would go to the "Deep 
Space Nine" episode "One Little 
Ship." which featured effects that 
were a wonderful departure from 
standard sci-fi fare, 1 didn't think 
"Stargate" would win because it's 



on Showtime and no one even 
really knows it exists. And 
"Suddenly Susan?" Gimme a 
break! After all, the show doesn't 
even have a colon in its name. As 
for our friend with the stringed 
instrument well, I had heard 
the "Yo Yo Ma" special was good, 
but having not seen it myself it 
was hatd to guess at its chances 
of winning. But still — "Yo Yo 
Ma!?" Some folks didn't think it 
even belonged in the visual 
effects category, so I decided it 
was too far out of left field to stand 
a chance As far as I was con- 
cerned, it was between us and 
"Deep Space Nine." So, patiently 
the visual effects crev/ from 
"Voyager" sat together and wait- 
ed, nervously pondering what 
form of celebration would tran- 
spire if the unthinkable happened. 

After what seemed like an eter- 
nity our celebrity presenter (the 
esteemed Alan Young from "Mr 
Ed") ripped open the envelope. 

I squeezed my date's hand 
tightly And the winner was. . ."Yo 
Yo Ma," What7l 

In actuality my bram didn't 
believe what it heard. It wasn't 
until everyone around me starting 
crying "Yo Yo Ma?!" in disbelief 
that I understood what had just 
happened, A cellist beat out "Star 
Trek" for "Best Visual Effects." 

Now, dear friend, let me hand 
out a piece of free advice to 
whomever this may apply— if 
you're ever nominated for an 
award and end up going to a big 
presentation ceremony make sure 



Ifyoti'feevernominalEiJloranawafil 
and end up yoiny to a big presanta- 
tioncBieinDny, makEsmyougeta 
seat nglit next la the exit. 

BY MOJO 

you get a seat right next to the 
exit- Why' Well, if you think it's 
tough to watch an awards show 
all the way through, just try being 
there for another hour-and-a-half 
after you lose 

Don't get me wrong — I'm not 
trying to sound bitter — but if one 
more person says, "Well, it's still a 
great honor to be nominated," my 
eyes are going to roll so far back 
into my head that I'll be able to 
count my teeth. Yes, it is nice to 
have been nominated, but you 
know what? Holding that golden 
statue over my head while 1 stand 
through the moon roof of a limo 
drunkenly shouting, "I'm number 
one" would have been nicer. 

Of course, I knovj that all of us 
did excellent work on the "Year of 
Hell" episode for "Voyager." Not 
winning the Emmy doesn't 
change that. I'm still damn proud 
of the work that everyone at 
Foundation Imaging has done 
since we started the show. But I 
also know that, right now, John 
Gross IS laughing his ass off! 

We're all taught in so many 
ways to strive to be the best. I 
don't think any of us got into this 
business to win an Emmy and 
certainly it's not a motivating fac- 
tor in our day-to-day work. The 
fact that we like animating and 
we're working for the show we 
grew up on is a much bigger pay- 
off than any hunk of metal could 
ever be. At least that's what ! 
keep telling myself! 

Mojo is a senior supervising animator at 
Foundation Imaging. He wants to thank 

John Jeslo, Emile Smith, and Koji 

Kuramura for contributing to the Emmy 

nomination, and his date Kim for still 

going out with him. 
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Qet FREE INFORMATION about the products & services in this issue: 

Simply circle the number on the card that corresponds to the 

Reader Service number shown on the ad or editorial copy that 

interests you^ and drop the card in the mail todayl 
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It's Fast . . 
It's Easy . . 

IT'S 
FREE! 

Use the cards 
to the right 
to get free 
information, 
brocliures, 
special offers, 
and sometimes 
discounts! 

1. Fill out the 
card. 

2. Circle the 
desired 
numbers. 

3. Mail or fax 
the card 
todayl 
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Want to know some industry secretsl 

Need some inspiration to sharpen your competitive edge! 



Hear from 

industry experts, 

meet some new 

ones, and maybe 

even become 

one...witti 

NewTekniques 

magazine. From 

news and 

information to 

tutorials and 

Insider tips, 

NewTekniques 

will enhance 

your expertise 

and spark your 

imagination! 

Subscribe 

riglit now! 
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Call 800-331-5706 

or 1-218-723-9130 

for more information 



DCC Is the First Buslnesa 
Forum for the Visual 
Computing Indostry 

• U-am ihf latest tetrhniquts 
froni Ic^Lling c'tmtcni crirators. 

• Hxplurt the hoitt'M taoh ;ind 
iJL-vt-Iupiiig technologic^. 

• Knhanct your creative skills. 

• TcM the newest solutions for 
diitital conicni. 

• Meet the lcti<Jei> in the visual 
computing indtistr)'. 



Decembep Z-4, 1898 • Los Angeles Convention Center 






I want to receive a free DCC Expo conference catalog. 
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Just look at r11 the keen new features in ImageFXS.O! 

The all-new ImageFX 3.0 is here and it's everything you need! Showcasing the fastest image editing interface 
available, fantastic Toaster/Flyer support, mulliple image editing windows, actual multiple image layers, large 
effects previews, hundreds of special effects and image processing functions and other things you never dreamed of 
or believed possible! 

ImageFX is an Amiga owner's dream and also just happens to be the 
highest-rated image editing and special effects package on the market 
today! ImageFX lets you scan, paint, convert image formats, image 
process, create wild special effects and so much more! 



Call 1-800-IMAGE-69 (or 804-282-1 157) to upgrade or ask for a 
new ImageFX at your local dealer or mail order fimi. 
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AJadtJin 4D anfl ImageFX are trademarts of Nova Design. Jnc . 1910 B^rd Ave, Suiiti 204, RcnmorKa. VA 23230 Sales/lnformalson; {S04) 282-5366, Fax: {B04) 282-3753. Web: http://AV,w.no^'ade£ign,com 
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Monster Motion 

Life ForiTis3 Zaps Nem Life into 30 Character ilovemenr 




QuickTime .ind the QuickTime logo 
are trademarks used under 'icensc. 



www.credo-interactive.com/lightwave3d 

lightwave3d@credo-interactive.com I toll free: I -888-29 1 -74S3 



